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The price you pay for losing isn't just pride. It's your 396 hp exotic. Watch 
for nasty hairpins. Aggressive opponents who might damage your baby. 
And , of course ,. the cops. They all want to see you lose it in a very big way 





IC ARTS 



























W£mi 


jvf r'rt'SJ 

■ 

:' ■;!; 




v 

• • 

& ■ 

■ 


mmm 


Mi® 


mm 


r.:v:;y.j*,%£v. 

• . ,. 

■ . 








t ■ ■' '■• . 4 ' 




, V.. .. '■•. ' 


J. • •• •••- ■•.; ;•:■■ 


r. i -!- .1 




v-iv'■.■i-.v'r. fi:«S 


: . 








:^a$gg|§ik 








'^i. 


; 


.. ., ;, ; 

Vv '« ir I' Vr V* 








■■ 1 






PlayStation 


CflUTEHTRAHRSV 
























































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































PS 




: ;••••.• •: -:,- : :-:xvr 

1 : 


mm 


mm 


: 


WJm 






•:'"7 

• 1 ... v - ‘ .Vi- ' 

< .\X : : • ■ . -’Vr 

j • i* * • . ■ t ■ i ‘ y.v.V/tt V ’• y* j 






' •- 


... : S.JA 


.. 


, j *J J;. j:r/v -> z -; ■ 

• ’• V ■:iy 


. ! ■■. ■ ■ 




m&i 


vvi.'V ••••- 




■ . • 




. . ■ • 




*S‘S 


i.i'J* 'I -I " i 

:■ 


' 


: 

. • . . 


mwm 
















' .x 









"• ■ * v.':. .: ■. \ X* 

• '• 




■ ■ 







ywf. •: :•ft f> 2 <S?V 















































































































































































































































































































































































































































































































































































































































































































* ■■■ i fr 

, • i • • • 


— 


\S9 Kj ^K "' **#? 


-■ I 1 ■■ J’-rV-:-"-"-' ■ ■“■-■-'-• ---•■ .■.v.^.v^^V-Xi - ™ 1 -•-^-.-^-y - 1 W- li %>, l B‘■-r.- 


jino uu©, >|09i|0 01 ejns ©8 /\xoy 
uddnQ euuejQ /eoideiAj pue q/ao//\/ 
dqj_ :d6unjQ 'saues-juiuu £i U9£) 

oaai sjq ©jb S 0 JUOAG 1 |suosj 0 d jno '6ui 
-zeiue jsnf si soop ujepv 6 utqi/j©A 3 
•u©qM >peq Abaa ©nssi pJiqi 
jno J0j J3AOO api pip opA/\ 'use6e ©ouo 
U9JJBM Luepv PijAA >jJOM 01 ©OUBpO 

e joj Addeq 0 J 8 M ©m qiuouu sjqj. 

•|0A0j GfCjSSOd }S9t|0itj ©pi ie 

0 U]ze 6 eiu jno iu©s©jd 01 '>poAAue jeu 
~|6 jjo Ajjienb Bujieejo ui ©pud em 9 /v\ 

’J 8 A 00 lAlSd 0 M1 ©ie©JO 01 sjoiB4sn|{! 

iseuoi) sAepoi qiwv S8 lub 6 /V9uf^ 
Buiiiox© uoieiu ©m '©nssi Aj©aI 


rJLrwi?^rr r .. C.-t / 1 V 


HEKUBliH' 

... 




jMdjAdjd jno u; 








am *o saiui 

-• •jJsc.rJrfe,' £ F'Si it, • 


DA UJ 


UJSJ9>feJ 


LL*^lr; 




.maass. 


ishh 


. ' 


' 

•••-.• * >> ^ l ■ - •. J • . ... r- . 7 • . 


A|lUBi$ui jain Suipuijq puosas tad saBvun 
iu 09 jo) SMojjp tnsso >ojd jiq-j j $ }>eiueApv jod% 




•af*- , r ueqi m 0 iaj 0 iui jno 

joi u ©Bed 01 ujni 
‘ 1 ! 6n|d 01 Aiiunuoddo ue dn 
ssed i.upinoo jsnf ©aa ieqi qiuouu siqi 
£\nodd\/\j 1 jno inoqe p©ipx© os 9J.0M 


u.vto sjt 01 s<iOuaAiputisip |rorf>0jouq>aj put' 
jCDi&ototq sjasn ftutppp ‘sjajunoxia x» styjopfij (jp wiejsuitssv 


■m®: 


daujttouaM pa«pf j )(> $wj p&wfs 

?p <wjefi tpiv? qii/A sni^s uoqninsaj nmuo> miH ffiiij riiifi 


mm 


pi'dauipfj u)o.ij s;>/ao poojq uv«<nq j«nj>v 


/\l ut Mu^uoddo jo 6 u||jr 5 j 

uoqsanb jtotqia xajduioj s^sr*j juautq x*ue 


>pinui inoX siojd Xpai>3s uaqx 
noX u xoc^i-ap puo sdi| fxvi utr) 


■gr&B v 


0 Oli'M’X'Xp 01 6,»UUI 


Sasaki 


jpeiu 0 q i,uoq -sqiuouu 6 ujujoo sqi ui ABbibjis 
p siunouuB Azbjo qijM noA 01 dn i\ 8 >{euj || ( 8 M puB 
' 0 zi 6 o|ode 9 /v\ -oiqeiiBAs Adoo }\m e j,usbaa A|dLUjs 
©j0qi 9 uj[i ss9jd is pus >joeq p9qsnd sbm 0oib 6 
©qi *p|oq uo ind oq 01 pep ABbibjis jQAedy ino$ f 
:uie)j p Aoe69~j jno p uoqBnupuoo 9 pi pueaioai 
b joj. snou 8 S 106 01 ©Aeq op | 'A| 8 iBun^oiuf] 

‘sqiuoiu Buiiuoo uj ^nis pips 9 tuos je©p 
ppops ©aa inq '6uiqj b pies i,useq Ajjeej Auo$ jjiq 
( pseo; n ;epi pijAA dn s©dop jnoA 106 ippp ©m ©don 
•sjood |ud\/ J 01 6uiqidujos op 01 pep sn ©>jij pounq 
AjooB b aaou)| nox - dejo j.o nnj. ©j,©aa os 'Ae >{0 'Lup 


f'iomxeaj s.uiaxs/s msu 

aqj jo oiuo^ aie xeqAv^uoisXs oiapfkjofji/. omoq n>jndod sjt oj dn-MO||Oj 
paxcdpjxuemjnuiaifi ? uoqeisAt’| r t sji jtofEun him Auo$ 'jt>oX siq» 


WM 


-mq ©jenbs pue ©pj;o '©|6 ubuj_ 'x ©pi piiaa inoAe| pgd 
uopBisAey leujBuo ©pi 01 jbhiuis si j©|pJiuoo ©p^ 

'dn j©M 0 d noA u©pM s©peps je©AA 01 9jns ©q isnp jiiq 
b puiiu ! ; uoa/\ noA 'sopdejB nq-gg^ osopi 00 s noA ©ouo 
inq ' 6 uiAouue ©ujoooq ueo sjoiubji ©pi pue pno| 8 |iij| 
8 siunq i! '©jn$ jj©AAod iiq-gg^ snoj©isuouj iseoq hiaa 

QUIpOBLU AA9U Slj pUB 'j©pi06ol|B SUOI1BJ0U06 ljq- 8 ^ L 

pue t ?9 ©pi j©ao di>js 01 p©pp©p sep Auo$ '40 ^ 

isjy \\\z uopeisAeid ©pi p©ounouue 

Aliepi^o seq Auos m — 

—ssssejd sqj pio B58 


. •: . ; 


• '.v 

; ‘ 


AAB©p-/\iAJd ue piiaa pB9jq p S0Oj|S OAAi ui dod isnp 
•snuoq poppe ue oiuj uojieisABid jsujBuo ©pi p 9 n 6 e|d 
leqi uuGjqojd 6 u!ie 9 pj 9 A 0 ©pi peujni 9Aeq Auog 
ie spjeziAA ©pi — jpBu ©uj pjeop nox jiseoi '"©>{euj ueo 
1 ! iepi si ©jnie©! pnsnun isouj spuipoeiu ©pi Ajiseg 

■uojpepeoepoQ pue 'piozsdejA 'snqwoqy 
:p 8 ppe U9©q mou ©Aep suounq aa©u 0 ©jpi inq 'suoi 


y.mfk 

■ 

• . 




m 

ml 




■mm 




s&ssfi 










h. 













































































































































































































Chris Slate Editor-In-Chief f | 

Bill Donohue Managing Editor y 

Stephen Frost Previews Editor 

Noah Massey Editor, Codes & Strategies 

Francesca Reyes Reviews Editor 

Blake Fischer Editor, News, Dew Doer 

Eugene Wang Art Director 

Gary Liew Graphic Designer 

Jeff "Free" Lam Intern, designer, teller 

Editorial Contributors 

Randy Nelson, Craig Harris, Vincent Lopez, 

Doug Perry, Jeff Chen 

Photography & Artistic Contributors 

Aaron Lauer, Robert DeJesus, Ryan Kinnaird, 

Gerry Serrano, Jeff Matsuda 

Cover Illustration Adam Warren, colors: Pat Duke 

PSM Online Doug Perry, Randy Nelson, Craig Harris 

Brian Olshever National Ad Manager 

e-mail: boishever@imaginemedia.com 
Jane Jarvis Ad Coordinator 
J.C. Standish Marketing Manager 
Internationa! Licensing: 

Robert Abramson & Associates 

720 Post Road, Scarsdale, NY 10583 

fax: (914) 7234700 / abramson@prodigy.com 

Richard Lesovoy Production Director 

Glenn "So Yen" Sadin Production Coordinator 

PSM 

P.O. Box 52073 

Boulder, Colorado 80322-2073 

Kate Bailey Subscription Director 
Bruce Eldridge Newsstand Director 
Gen Tanabe Online Subscription Manager 
Jennifer Carson Direct Marketing Specialist 
Jeanne Mangabat Fulfillment Manager 
Quyen Nguyen Distribution Coordinator 
Thea Selby Newsstand Manager 
Terry Lawson Newsstand Analyst 

PSM: 10Q% Independent PlayStation Magazine is published 
monthly by Imagine Media, 150 North Hil! Drive, Brisbane, v 
CA 94005, USA. Application to mail periodicals postage |JB| 
rate is pending at Brisbane and additional mailing office. 
Newsstand distribution is handled by Curtis Circulation Co. %■ 
Basic subscription rates: one year {12 issues) S20 U.S., 
Canada $34 U.S. (Canadian orice includes GST (GST 
#128220688), foreign $44 U.S. Prepaid in U.S. funds only. 
POSTMASTER send changes of address to PSM—100% 
Independent PlayStation Magazine, P.O. Box 52073, Boulder, 
CO 80328-2073. Imagine Media also publishes Ultra Game 
Players, Next Generation, PC Gamer, The Net, MacAddict and 
Boot Entire contents copyright 1997, Imagine Publishing, Inc, 
All rights reserved. Reproduction in whole or part is prohibited. 
Imagine Publishing, Inc. is not affiliated with the companies or 
products covered in PSM. Visit www.polish-pope.conn! 
PRODUCED IN THE UNITED STATES OF AMERICA, 

CPC Int'l Pub Mail # 1195484 


Likes: Fighting, RPG, Racing 
Hobbies: Anime, Movies, Comics 

This Year's April Fool's Prank: 

After Chris' disappearance, I 
dressed up as him and fooled > 
the staff into doing all of my :• 
work. Then, Chris showed up... 


Likes: All types of games 
Hobbies: Comics, hoops, J-Pop 

This Year's April Fool's Prank: 

I fooled everyone into thinking 1 
was dead! Rut when I showed 
back up, Steve just whined 
about giving me my desk back. 
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Likes: Flight Combat, Fighting % 
Hobbies: Classic Games 

This Year's April Fool's Prank: 

I told everybody we were going . 
out to lunch at in-N-Out Burger 
and when they got in the car, I 
parked on the train tracks and ran 


Likes: Racing, Simulations 
Hobbies: DJ-ing, Disrobing 

This Year's April Fool's Prank: 

I didn't have time to pul! off my 
prank after Blake's stunt. I lost 
my shirt in the ordeal! That’s it! 
He's off the magazine. 


Reviews Editor 

Likes: RPG, Adventure, Platform 

Hobbies: Writing, Anime 

This Year's April Fool's Prank: 

Switched my watch from my 
right hand to my left. it's fooled 
me every time. This is the last 
time I let Bill write this section! 


Likes: Every kind of game! 
Hobbies: What else is there in 
life besides videogames? 

This Year's April Fool's Prank: 

I convinced a guy to buy a Sega 
Saturn. He keeps asking me 
when new games are coming 


LU-hng 

Art Director 


Lveuj 


PPPfT What he does: 

. /TiWftmnfy ' 'iTvvvC 4 - 

Directs art. Betrays the 
trust of naive fellow diners. 

This Year's April Fool's Prank: 

le old "that wasabi is 


"W f What he does: 

Corrects editors' English. Keeps long 
lists of "politically correct'' people for 
resettlement in the East. 

This Year's April Fool's Prank: 

Told the entire staff that everything 
would be "just fine" on 1/1/2000. 

Bill's Quote of the Month: 

"Oh, I see... He lied, but because he's 
the President, you think it's OK? What 
kind of moron are you?" 


It's a perennia 

really green tea ice cream pranK gets 
'em every time. That's the real reason 
people won't touch sushi. 

Eug's Quote of the Month: 

"Problems with the sinus? Eat some of 
that "green tea ice cream" on your 
plate. That's it, a nice big bite. Heh heh! 


Gary's Quote of the Month 

"No, really, it's called Splorge 


lyDoay, can make us say what 
we don’t believe to be true. We 
write about what we want to 
and put what we want on 
our cover. 


mich magazine is bes 
.Inofficial? That’s eas 1 
unbiased cover- 
you want to 
: what you’re % 


- This is the kind of honest, 
straightforward coverage that 
* you can only get with an unoffi¬ 

cial magazine. We understand that our 
rs come first, and we would never, EVER 


:an only get this 

N-official maga 
ifficial book ha 

Vftott it■ oV.nVi35 A.-.'VMf/te- *-• •; •*. 
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ation gamer, 


Imagine Media, Inc., 150 North Hill Dr., 
Brisbane, CA 94005 

(415} 468-4684 www.imagiiiemedia.com 


CEO - Chris Anderson 
Vice President/CFO - Tom Valentino 
Vice President/Circulation - Holly Klingel 
General Counsel - Charles Schug 


IMAGINE GAMES DIVISION: 

President - Jonathan Simpson-Bint 

(PC Gamer, Imagine Games Network, 

PSM, PC Accelerator, Next Generation, 

The Den: Daily Entertainment Network) 


IMAGINE DIGITAL DIVISION: 
President - Mark Gross 

(Business 2.0, ChickClick, MacAddict, 
Maximum PC, PowerStudents Network) 


Imagine Media is at aimed people who have a passion. 
A passion for games. For business. For computers. Or 
for the Internet These are passions we share. 

Our goal is to feed your passion with the greatest 
magazines, Web sites, and CD-ROMs imaginable. 

We love to innovate, we love to have fun, and we 
have a cast-iron rule always to deliver spectacular 
editorial value. That means doing whatever it takes 
to give you the information you need. With any luck, 
we ll even make you smile sometimes... 

Thanks for joining us. 
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Over the last two issues, we've walked I 
you through every step of this exception- I 
a! horror/adventure game. It's now time to 1 
bring you the conclusion of our massive 
strategy. If you have already beaten the 
game, we are willing to bet you haven't seen 
everything. Our guide will take you from the 


conflict, including what you need to do to get 
all four endings. There are also some secrets 
that open when you finish the game, Now get 
to it — Harry's missing daughter needs you! 


A 


On the surface, this may look like the first of 
many Metal Gear Solid clones, but Syphon 
Filter has its own unique take on the emerg- 
ng secret agent action genre. With weapons 

:e the laser M-79 Grenade launcher and a 

■ 

yriad of machine pistols, you can wreak 


■is 


point precision. Finding your objective points 
can seem like finding a needle in a haystack, 
however. Thankfully, we've gone through 
* the entire game and have detailed every 
objective, step by step, so you can look like 
a pro right off the bat. Plus we give you tips 
i on using even/ weapon in the game. 


While we have covered Street 
Fighter Alpha 3 several 
times in the past few / 

issues, we were // / * 

unable to get very ' j j 
much into detail, until now. j j 
With a playable version in O 
hand, PSM can now give you j 
the full scoop on what looks to be | 
the most impressive PlayStation i 
fighting game ever. Check out 
page 56! 


While it's not exactly a sequel, it still looks . 
like a heck of a lot of fun! Follow the f; 
adventures of Lammy and her band, ' 
MilkCan, in this exciting follow-up to Parappa 
The Rapper. The sound check is on page 54! 
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HOW 3\& 

A PSM FAN ARE YOU?\ 
WE WANNA KNOW/ CHECK 
OUT PAGE 21 FOR A CHANCE 
v TO WIN 10 FPBB GAMBS / 
\ AND MORE/ 


Wim M 
m Wi H m. M 
Mm..Mm MM m. 


Checkpoint! Game Release Schedule 

Gossip. 

Q&A. 


This month's new games, thoroughly tested by PSM experts 


All the best dirt on tomorrow's hottest games 

► 3Xtreme. 

i> Ace Combat 3. 

S> Demolition Racer. 

Dragon Valor. 

riv^r... . 

► Ehrgeiz.. 

¥ Fighter Maker..... 

► Gex 3: Deep Cover Gecko.. 

► Interplay Baseball 2000. .. 

► Jade Cocoon. 

► MLB 2000... 

► Monaco Grand Prix.. 

► Street Fighter Alpha 3. 

Um Jammer Lammy... 

^ Wipeout 3.*.. 


Welcome to Otaku Station, the official 
PSM gift shop—the only place on 
earth to buy cool official PSM shirts 
hats, and other special collectibles. 
Aiko and Uchu-Kun are waiting for - 
you. Check it out! I 
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Link-Up.► pg. 1D2 - 
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Fan Art.......►pg. M7 — 

Top This! ■•«••*« Ii*ia»iiii*i**i*i#** t i * t * .* i • i * « i t ■ n .. P^* 

PS. »~pg. 109 - 

Marketplace......... PO* ^ ^ 



Here's a racing game 
that's so realistic, you may 
need a pit crew for your 
PlayStation. Gentlemen, 
start your engines. The 
high speed action starts on 
page 64! 
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Determine the fate of an 
creature as you develop 
skill along your quest. 
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an immense, 3-D RPG world 
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B es, 1999 truly is the year of the racing 
game. So far we've seen R4: Ridge Racer 
4, Need For Speed: High Stakes, and now there's the 
jaw-dropping Gran Turismo 2. Looking to be better 
than its predecessor in almost everyway, GT2 is look¬ 
ing to up the stakes from last year's outstanding 
effort. First of all, now there are almost 400 cars that 
are projected to be in the game. Once again players 
will be able to fine-tune them to their liking, and now 
you can even tune more precise details including 
things like steering angle and axle width. 

There is also a much wider variety in terms of 
gameplay with GT , Rally and Sportscar racing. The 
tracks, appropriately enough, also range from all over 
the world so there is an insane amount of variety. 
Everything about the game has been tweaked this 
time around and it looks like it will play better than 
ever. The game should even include PocketStation 
support so you can work on your vehicles while away 
from your couch and your PlayStation. 

Right now, GT2 has no release date in the U.S., 
but we expect it to hit sometime near the back half of 




Gran Turismo 2 
features several dif¬ 
ferent types of rac¬ 
ing, including the 
all-new 




Rally mode 
and the popular GT 
mode from the first 
gome. There are 
expected to be 
quite a few mode 
tracks this time 
around, as well. 


m 




You thought the first game had a lot of cars? This 
time there will be over 400 different ears to customize 
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Everything 
in this new 
version will be 
tweaked to be 
even better, 
including the 
sounds of the 
cars and the 
CPU driver Al. 
Overall, this 
version looks 
to top the 
original GT in 
every way. 
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s PlayStation 2's mysterious unveiling date comes 
closer, the information continues to trickle out to our 


eager ears. Besides the rumors that Square has a working devel¬ 
opment kit and is working on a release title, word is that Namco 
already has Tekken 4 up and running on the arcade version of the 
hardware. In fact, Ken Kutaragi will soon be speaking at the IEEE 
engineering conference about the core chipset that is believed to 
be the main part of the PS2. 

Our first glimpse, however, is a British game called Evoiva. In 
a recent interview with Ministry, a music magazine in the UK, 
William Latham talks about a game he and his company are 
working on that "will be one of the first 'hyper reality' games 
designed to exploit the amazing graphics of Sony's new 
PlayStation 2 console". 

The details on the game are sketchy at best, but it appears to 
be an action game set in a fully realized 3D world. Enemies in the 
world will have very sophisticated Al and will evolve into different 
creatures as the game goes on. You can even play a large part in 
the genetic engineering of the creatures in the game, so that 
every game you play will be different. Right now, though, nobody 
knows if this game will come out in the U.S. 

We've only got some screens of the PC version of the game, 
but we can only expect the PS 2 version to look even better. 



< Take out enemies with 
your biologically 
engineered weapons. 


Y One thing that the 
PlayStation 2 will no 
doubt be good at is 
creating immense and 
detailed 3D worlds. 


V This is one of the strange 
creatures that inhabits the 
world of Evoiva . 


Y There's lots of action to 
go with the deep themes. 
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wmm§ hile RPG Maker and Fighter Maker were both previous¬ 
ly announced and then subsequently cancelled, it looks 
ika AfnFTFr ffnrmftrlv ASCII Entertainment) has finally decided, 


again, to bring them to the U.S. There is a catch, however. 

The first game on the list is Fighter Maker a nd it is due in May. 
As you can see from our preview this month, the game looks hot 
and it certainly is something different for the US. What is not 
commonly known, however, and has been mentioned by insiders 



at ASCII is that if Fighter Maker does well, 

ASCII will follow up with RPG 
Maker and then Sim Maker. 

RPG Maker allows bud¬ 
ding game designers to cre¬ 
ate their own RPGs by 
modifying map layout, 
characters, storyline and 
other variables and then 
save them to memory 
card. If the RPG gets too 
big, it's not a problem, 
because you can save 
across multiple memory cards. Sim Maker allows players to t 
make their own FF Tactics type strategy game and then save -g 

them to memory card. » 

AGETEC is accepting suggestions via email at gamemas- .2 
ter@asciient.com. Drop them a line not only telling them that you | 
want the games, but what you'd like to see them feature. = 











ith the success of its Lara 
jjr Croft Memory Card, 
interact is back with another 
molded character card. This 
time around, they've teamed 
up with those fine folks at THG 
to bring one of WCW's biggest 

legends to life with the all-new 

_ 

Goldberg memory card. Once again, 
the card will retail at $19.99 and will 
hopefully be in stores soon after 
you read this. Who's next? 


< This is looking to be a much 
better representation of Goldberg 
than the last card was of Lara. 
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■8 a sequel and an expansion to 
rand Theft Auto. The expansion set 
unique in that you need to own the 
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be ready for next season. 

V-v- A 

►-Act, Vision has announced that 
the sequel to Vigilante 8 is currently 
in production for a mid to late '99 
release. The game, called Vigilante 8: 
Second Offense will new vehicles, 
larger quest modes, new powerups, 
weapons, special moves, exhaust 
and water effects, as well as even 
better explosions. 

►-Sony has sued Connectix over 
their Virtual gamestation which we 

if 

suit is for "infringements of their 
copyright and intellectual property". 
Their argument stems from the belief 
(by Sony} that the lower quality per¬ 
formance offered by the VGS will 
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Parasite Eve II 




ometimes sequels ^ 
seem to come 
out of nowhere. Rumors %| 
suggest that Square is 
qurtentiy readying a fol¬ 
low-up to last year's 
Parasiie Eve for U.S. 
release this summer. 

This comes as quite a 
surprise, given that the 
game has yet to 
receive mention in 
Japan, but our sources 
indicate that it is indeed 
long into development. Could .\ 

t j | 1 >•: I > l » U./ " ■ ■ i. ii ■’V: • .. ■ - - j• V •' v • 'V. . . [V' 

)t be that Square has plans to 
release the game stateside f 
before bringing it to Japan? 
Given its predecessors over¬ 
whelming popularity among 
U.S. gamers, that may well / 
be the case. 


She's bad and she's back 
in the good old U.S.A., or 
so our sources tell us. 
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A Bleem aims to make playing PlayStation games on 
your PC even better than the real thing — but will Sony 
give them approval? 


omething interesting is afoot in the 
PlayStation emulation scene. Since we first 
wrote about the commercial, PC-based PlayStation 
emulator, Bleem, in our last issue (#18), new rumors 
about its authors' long-term plans have begun to make 
the rounds, it seems that they don't only intend for the 
program to let you run PlayStation games on your 
home computer, but ultimately wish to license it to 
developers so that they can actually include it on 
PlayStation game discs. What this means is that, if 
Sony doesn't stop the program in its tracks, you may 
be able to buy PlayStation games that will play on your 
PC without installing any special software — and devel¬ 
opers can create games that can potentially reach 
twice the audience as they normally would. 



here's no doubting that the next PlayStation 
console is going to be hot, but when will it be 
released? Our sources abroad report that Sony has 
decided on a date for its next-generation system's 
debut in Japan, and it will no doubt ring familiar to 
those who're up on their PlayStation history. The date: 
December 3,1999 — a Friday. That's exactly five years 
to the day from the release of the original PlayStation. 
Rumor has it that Sony could release the system earlier 
(possibly as soon as September) if it wished, but is 
sticking to the December date in order to have a large 
selection of games available at launch, and partially out 
of the date's historical significance within the company. 
It appears that the machine won't be unveiled to the 
Japanese public until Tokyo Game Show Autumn '99, 
which is planned for mid October in Tokyo's largest 
exhibition center, the Makuhari Messe. Needless to 
say, we'll be camping out just to be the first ones 
through the door. 




Mark those calen¬ 
dars, otakus! A 
Japanese PlayStation 2 
could be under the X- 
Mas tree this year. 




ord has jit that PlayStation fans will soon 
be privy to one of the most sought-after 
role-playing games ever to hit consoles. Rumors 
out of Japan suggest that Game Arts is currently 
hard at work on a PlayStation conversion of its 
mega-popular Sega Saturn RPG, Grandia, and that 
the game may arrive there as early as this sum¬ 
mer. Better yet is word that the game is already 
destined for US release from none other than 
Sony itself, for release within 1999. 


Grandia was one of the most popular Japanese 
RPGs ever, and now its chances of coming to the U.S. 
are even better. 



|y| aughty Dog's been working on its latest 
* ^ project for Sony since before the release of 
Crash Bandicoot: Warped, and now it seems that 
not only will the game definitely not star the 
hyperactive bush animal, but it's also headed to 
PlayStation 2. Our sources report that the Naughty 
Dog crew has finally come up with what it considers 
to be the best 3D camera system yet, and thus is 
going ahead with plans to make its next game an 
entirely free-roaming affair. As for a genre, we're 
hearing that the game will take the form of a 
character-based action-platformer, possibly in the 
same vein as Treasure's classic Gunstar Heroes. 
Keep your fingers crossed, and your drool catchers 
firmly fastened. 


ill 




Say goodbye to Crash Bandicoot — 
time being. 


at least for the 
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irst came skateboarding, now skiing's on 
the way, and it would appear that, accord¬ 
ing to our deep-cover operatives, Electronic Arts has 
designs to add surfing to its growing flock of 
"extreme" sports games. Shades of T&C Surf 
Design? Details remain few, but rumor has it that 
the game may utilize the same engine as Street 
Sk8er, a game that EA acquired from Japanese 
developer Microcabin late last year. 


illustration: Jeff Matsuda 
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ilan Riitfriek gireduetd several PlayStation 
jemes before becoming the producer of 
Wipomt $ t We took a little time out of his 
busy schedule this month to quit him on 

since 



liced bread. In the spirit of teamwork, 
several other key members of the team 
interjected some of their thoughts as 
well (where noted,) 



HRIHnn 


PSM: is the team coming close to 
a final name for the game? 

AR: Wipeout 3 says it all. With the 
usual Wipeout/DR twist for the 
logo, of course. 

PSM:How many of you have 
worked on past Wipeout games? 


AR: Our Lead Artist, Nicky 
Westcott, has worked on both 
previous games and brings a 
lot of experience with her, 
adding essential continuity to 
the brand. Beyond this, having 
team members who are new 
to the game brings the cre¬ 
ativity and innovation that the 
product demands. 

PSM: How does Wipeout 3 
differ from its predecessors? 


AR: Scream if you want to go 
faster! It's more of everything — a 
total experience, sensory overload, 
extreme speed, graphical excel¬ 
lence, game play innovation. Accept 
no substitutes. 

PSM: Is Wipeout 3 using an all 
new engine? *1J|§1 j i j 

IMeil Paterson, Lead Programmer: 

We are using a graphics engine 
specifically written to give the best 
visuals for Wipeout 3. We have 
incorporated many of the strong 
technical ideas contained in the 
Wipeout XL code, and even some 
techniques from the original 
Wipeout! However, we have also 
included a large number of new pro¬ 
gramming strategies which will 
allow Wipeout 3 to have more 
detailed, crisper images and allow 


your AG racers to reach dizzying 
new speeds. 

P$M:Which do you think is the 
most important: 

Graphics/design, control, or 
sound? 

AR: Wipeout is a unique fusion of all 
these elements. Each is equally 



important in creating the Wipeout 
experience, and we've given special 
attention to getting the combination 
even better than before. 

PSM: We've heard that this game 
will be more accessible than the 
previous two installments. How? 

Wayne Imlach, Lead Designer: A 

greater range of AG craft allows 
us to start with a much more 
forgiving, easily mastered ship 
designed for the novice with ulti¬ 
mately better performing ships for 
the advanced player. 

A number of new features have 
made it onto the craft themselves, 
and they are transparent in much 
the same way as the air brakes - 
you can play the game without hav¬ 
ing to use them or even realize they 
are there, but to master the circuits 
and achieve the best times, you 



need to understand and use all the 
features available. Then there's the 
addition of several modes of play, 
including a Tournament mode, 
allowing for a more varied choice of 
game which should appeal to a 
much greater range of game player. 
There's something for every type of 
race enthusiast here. 
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INNOVATION T-HflT THE 
PRODUCT DEm-FlND5» w 




PSM: Is there a worry that if you 
change the formula you might 
alienate the hardcore 
Wipeout fans? 


AR: The successful for¬ 
mula is not being 
changed, just enhanced. 
The strengths of previ¬ 
ous versions will be built 
upon, with minor creas¬ 
es fully ironed out. 

PSM: We've heard that 
there will be loops in 
the new version of 
Wipeout. Is there a rea¬ 
son for this new 
design philosophy? 

AR: No loops, we don't 
think this would remain 
true to Wipeout. There 
are several new features 
in our track designs 
however, carefully con¬ 
sidered to enhance the 
fluid feel of racing in AG 


craft. By spending more time 
on track design in this version, 
we think we've got even better 
racing than in the previous game, 
with smoother tracks allowing 
greater speeds to be achieved 
by the expert. 

PSM: Compared to the two previ¬ 
ous games, how much faster is 
this new game? What is the aver¬ 
age MPH? The max MPH? 

AR: It's a whole lot faster. Actual 
MPH figures are classified 
information at this time, so you'll 
just have to get into training and 
wait for the game! 

PSM: Do you have a lot of speed¬ 
ing tickets that you try to 
expense as "research"? 

AR: That's just a rumor. 

PSM: What are the new weapons 
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and how will they be changing 
the game dynamics? 

Wayne Imlach, Lead Designer: 

We have some cool new additions, 
and old favorites, such as the shield 
and the homing missile, have been 
modified and upgraded to provide 
improved use over the original ver¬ 
sions, There's a bit more of a bal¬ 
ance between defensive measures 
and offensive capability now, so the 
player should find it less frustrating 
when attacked by an opponent. 
There's one new weapon, both 
defensive and offensive in nature, 
that is particularly nasty... 

PSM: Are there an 
bands lined 
up for the 
soundtrack 
already? 

AR: Yes, some exciting deals are in 
the pipe with regards to music. To 
be announced in the near future. 

PSM: Are you planning to use 
dual shock and analog control to 
enhance the game? 


areas of improvement 
come from the support 
of new analogue con¬ 
trollers, and the dual 
shock capability they 
possess. The greater 
frraf gBBg| range of craft also 

allows us to experi¬ 
ment with different 
-' craft handling charac¬ 
teristics, allowing a 
wider variety from which the player 
can choose a favorite. As men¬ 
tioned, the craft also have a number 
of new features that can be activat¬ 
ed by the player, and these will give 
a greater sense of control, while 
requiring more careful and tactical 
racing to use them to their full 
potential. As for the scraping the 
walls issue, we won't be returning 
to the frustrating collision of the 
original. We'll be retaining the abili¬ 
ty to skim along the track bound¬ 
aries, possibly even increasing the 
angle of collision before you are 
halted. To offset this however, and 
promote careful racing, there 
will now be an ener¬ 
gy loss 
penalty 
associated 
with such wail 
skimming tactics, 
so excessive 'scraping' could lead 
to the craft's destruction. 

PSM: Will there be anything 
about the new vehicles 
and teams that expands upon 
the gameplay? 
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PSM: How long has 
this version been in 
development? We 
have heard that a 
track from XL that 
didn't make it in the 
final game has 
just been sitting 
around waiting for 
the sequel. 


AR: Psygnosis has 
consciously waited ( 
for the right time to j 
continue the j 

Wipeout series, In 
keeping with previ¬ 
ous versions, 

Wipeout 3 will be the 
cleanest, most finely 
polished extreme j 
racing game avail¬ 
able. There may well 
be tracks left over j 
from XL, but these 
will not play a part as j 
the new tracks have j 
necessarily been j 
designed to higher standards. 


PSM: Will the game support the [ 
PocketStation? How? ] 

AR: It's not beyond the realm 
of possibility. 

PSM: Are there plans to continue 
the Wipeout series after j 

this installment? j 

1 

i 

AR: In the future, as in the game j 
itself, all things are possible. 

| 

PSM: We've already seen ] 
Wipeout on the PlayStation, IM64 j 
and Saturn. Will the series be j 
moving to other platforms in the | 
future, like the Dreamcast or the j 
PlayStation 2? 

| 

AR: This version is finely tuned to | 
push PlayStation to its extremes. I 
As part of Sony, titles from j 
Psygnosis will play a key role in j 

I 

PlayStation 2, whenever it should 
appear. Other console versions are j 

not likely. 

P S M : j 

Thanks a 
lot, guys! ] 




PSM: How will the control be fur¬ 
ther tweaked for this third install- 
| ment? How will the "skidding off 
I the walls" issue be handled? 
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| Wayne Imlach, Lead Designer: 

The control and handling of the craft 
| is one of the strongest features of 
Wipeout so we've had to be very 
careful about any changes we make 
to what is already a considerably 
tweaked and honed system. Major 


| AR: Oh yes! This version will 
| be right up to the minute with 
j the latest technology. 


Wayne Imlach, Lead Designer: 

The craft certainly have features 
that expand upon the gameplay. As 


game due to the 
inclusion of the 
Tournament mode, 
where you race against 
very specific pilots racing 
for their respective 
teams. We're trying to 
bring the player further 
into the game, making it 
less impersonal, a criti¬ 
cism levelled at the earli¬ 
er games that didn't 
impart much personality 
on each racing vehicle. 


PSM: How much of a 
say does the develop¬ 
ment team have on the 
look of the game over 
Designers Republic? 


Nicky Westcott, Lead 
Artist: The development 
team is working in close 
conjunction with The 
Designers Republic to 
forge our all-new vision 
of the future. We work 
on ideas as a team in 
which each member 
beats a different path to their goal 
—-the finished game. The result is a 
union of very different disciplines, 
guided by the overall direction of 
the Lead Artist. 


PSM: Is there anything left that 
you guys still haven't been able 
to fit into the series? 


AR: Beginning with a comprehen¬ 
sive wish list, we've managed to do 
more than we thought possible in 
this version, a real tribute to the 
team here in Leeds. It's hard to see 
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for the teams, they will be much where you could go for a more 
more prominently featured in the extreme racing experience until we 
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We've listed every upcoming 
PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It's still 
fun to look forward, though! 
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Wrestling games contin¬ 
ue their dominance with 
WCW's latest top title. 


cash on than videogames? The big post-holiday winner was THQ's 


1 ► WCW/NWO Thunder 

2 ► Metal Gear Solid - "Love has bloomed" at the register 

3 ► Knockout Kings - Boxing finds fans on the PlayStation 

4 ► Gran Turismo - A big holiday push puts GT back up top 

5 ► Crash Bandicoot: Warped - Doing great worldwide 

6 ►NBA Live '99 - Good early sales despite the NBA lockout 

7 ► Contender - Two top-ten boxing titles in one month? 

8 ► Tomb Raider ill - Lara's still holding her own 

9 ► Cool Boarders 3 - It's the season for snowy sports 

10 ► Tenchu - You can't keep a good ninja-killin' game down 
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J Crash keeps truckin' 
right on along with his 
third blockbuster hit. 

Every month NPD (a market research company) surveys a host of 
retailers to find out which games are selling well. In December, 
Sony's Crash Bandicoot: Warped reigned supreme. 

1 ► Crash Bandicoot: Warped 

2 ► Tomb Raider III - Lara always owns the holiday season 

3 ► Metal Gear Solid - A truly great game always sells 

4 ► Twisted Metal 3 - Another solid hit for the franchise 

5 ► NASCAR '99 - Yes, racing fans have PlayStations 

6 ► Crash Bandicoot 2 - Simply amazing. What a seller 

7 ► Madden '99 - Camping out on the chart all season long 

8 ► A Bug's Life - Kids' games doing well on PlayStation 

9 ► Rugrats - Kids' games doing reailymW on PlayStation 

10 ► Knockout Kings - Hanging tough at the ten-spot 
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Psygnosis. 

Red Storm Interactive 
TIG Publishing. 

‘ • V 'V'• -/V '• 

Titus. 


Strategy...Sentinel 2 

..Action.Rainbow 6 

.Fantasy.Kingdom il: Shadoan 

..Action.Blues Brothers 2000 

’ '-V- ... - v‘ ' . f./ /; ‘ . ", '* - • • 

.Racing....Superbike World Championship 
Working Designs.2-D Platform.Silhouette Mirage 






tWm 


989 Studios... 
989 Studios.... 

Acclaim.. 

Activision. 

Activision. 

Ascii. 

Eidos. 

Electronic Arts 


.3Xtreme 

.MLB 2000 

.Bust A Move ‘99 

Kawasaki Motocross 


.Bass Landing 

.Gex: Deep Cover Gecko 

Need For Speed: High Stakes 

.Populous 3 

. Rushdown 

...Street SkBer 

.Triple Play 2000 

.Centipede 

ft; ■ . v m■ -V g| 

.Messiah 

.Blades of Steel '99 

.Fisherman's Bait 

.NBA in The Zone '93 

...Rat Attack 

. Heilo Kitty's Cube i-enzy 

.Globa! Domination 


Infogrames 

interplay..., 


Looney Tunes: Lost in Time 

Interplay Sports Baseball 3 


3-D Platform 


Electronic Arts 


Electronic Arts 

1 > 'n Mi .!; j/ ii y'ji -V V i;;: : :. 

Hasbro. 


......Baseball. 

. '■:-Tv'.:-. V T T;,;'.v'f:9 

....Classic. 

—Ac lion/Pisiform 
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Konami 


New Kid Co 
Psygnosis..., 
Psygnosis... 

Sony CEA... 

Ubi Soft. 

Ubi Soft.. 

: MM \ l l Si 

;;kinct 


...Legend of Legaia 
.All Star Tennis 

• V . 1 . * ' 

Monaco Grand Prix : 


Shao Lin 


'iSi| 

in* . 

. 




Lunar:: 
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Acclaim 


..Action. 

.Wrestling....... 

.Racing.. 

.Fighting. 

...Action/Shooter... 

.Racing. 

.Action. 

.Fighting. 

Graphic Adventure 


Shadow Man 


Ty? ' V.V-r'i 


Fighter Maker 

.Gungage 

...Rally Racing 


i 


989 Studios or Sony CEA 

Bandai. 

Bandai. 

Berkeley Systems.. 


.RPG..Star Ocean 2 

.Fighting.Critical Blow 

Platform.Tail Concerto 

...Trivia.You Don't Know Jack 

—RPG...Shadow Madness 

Action/RPG.Dungeon Keeper 2 

.Men In Black 

Alien Resurrection 

■ ", ;! 1 V*'J Vi‘ vS';''.':.':.;- yc 

3-D Action.Croc il 
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...Racing.Snow Racer 

.Hunting.American Deer Hunter 

Action / Platform..Earthworm Jim 3D 

.Strategy.Soldnerschild 

.Basketball.NBA: In the Zone '99 

.Action.Jackie Chan's Stunt Master 

...Action.Rampage: Universal Tour 

.Shooter.Attack of the Saucerman! 


Square EA 
THO . 


......EhrgeiZ 

Broken Sword 2 


Electronic Arts 
Electro Source. 
Fox Interactive 
Fox Interactive 

Infogrames. 

Interplay. 

interplay . 

KOEI. 

Konami. 

Midway.. 

Midway. 

Psygnosis. 




..Action/Adventure,. 

.Action. 

.Adventure. 

First-Person Shooter 
.Action/Adv. 


- ■ * > * ■ 
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Acclaim 

Acclaim 


.Revolt 

■ 

.South Park 

' 

............Quake II 

...Soul of the Samurai 
.... ..Suikoden II 

Tomorrow Never Dies 

.Saboteur 

.Urban Chaos 

.RC Stunt Copter 


Konacnt.,,.. 

MGM Interactive 


...Action... 
....Action... 
....Action... 
Simulation 
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Even though it's been 

| ■ * I 4 t a | 


v. .v- years since his last movie, 
Indiana Jones is still one of the coolest heroes out 
there, which makes him a perfect choice to come to 

Lucas Arts may not want to cormoete with 


Indiana Jones is still 

_ » nil .. i 


o come to 


* 

its own Star Wars games this 
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Jurassic Park: Warpath 


Bli 


Activision 

Activision 

Midway... 




mum 
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Acclaim.Racing....McGrath Super Motorcross *99 

.Strategy/RPG..Thousand Arms 

Entertainment.RPG..Jade Cocoon 

Natsume.RPG.Lufia III: Ruins Chasers 

THQ.Action.Danger Girl 


■: , .. . .... . ...- ‘ > 8 _* • ! 

■ 

. ■—... 1 , . . 


.Skateboarding.Tony Hawk's Pro Skater 

..Aciion/Adventure....MK: Special Forces 

Namco.Simulation.Ace Combat 3 

Namco.3-D Platform........Pac-Man 3D 

Sony CEA.Party Game.Um Jammer Rammy 



W 
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Omikron 




' 
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Simulation 


Take 2 






Eidos... 

GT Interactive. 

Titus. 

Ubisoft. 
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~ 
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.Action.......Superman 

.Action/Platform.Rayman 2 


3D0.Baseball.High Heat 2000 

Acclaim.Simulation.Constructor 

Accolade.Golf.Jack Nicklaus Golf '98 

.Action.StarCon 

..Action. Spiderman 


Accolade... 
Activision.. 


PI" 


Ascii.Stm/Adv. 


...Aqua Prophecy 


Namco.. 


.R4: Ridge Racer Type 4 


: ' 
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Ascii. 

Ascii. 


.Horror.Xlocktower 3 

■ 

.Shooter.R-Types 


n§7rfc 


Konami.Strategy/RPG.Vandal Hearts II 

Square/EA.RPG.Final Fantasy VIII 


Capcom.Survival Horror."A Horror Game" 

I.Star Gladiators II 


Capcom. 

Capcom.......Fighting.Street Fighter EX 2 


‘--■V- .! ' 
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Electronic Arts. 

Grolier Interactive. 


.Adventure... 

....Action..Vermin 

...Racing.Moto Racer 3 

....Action........Asghan 




; .-A' - 
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Grolier Interactive.Action..Virus 2000 

Eidos.Racing.F-1 World Grand Prix i „ . . cw^o. PH+t :: h M rj/w rt ji,Ai#nrtTh 

Interactive. jme.,beav & Butt-nead/hoiiyv 

l\A rn-irln. Pnnth^ll NFL BlltZ 99 

GT Interactive.Hunting..Deer Hunter 


Midway.Arcade Football.... 

Natsume.....—j| 

Psygnosis.Racing. 


v.> 7' •'•/ '■ 

- 


■ 
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GT Interactive . Fi 

Hasbro. 

Konami... 

Lion head.. 

Lucas Arts. 
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Eidos.Action... 


Iwll 

. 

n •V.CiV-. .'.-.Vci i • ir.l ,v 


.Witchblade 

V • A.A ••••' 


HSltl 


# 

: Namco.Action/Adventure.Dragon Valor 

: Playmates.Strategy/Action.Covert Wars 


r 

.Frogger 2 

.Action/RPG.Ganbare Goemon 

.Strategy.Black And White 

.Action/Adventure.Jones /Infernal Machine 

MGM interactive.Action/RPG.Maximum Gauge 

Mindscape.Chess.Chessmaster Millenium 

Mindscape.Strategy..Pan/er General Assault 


■ :,/7 


989 Studios.Action/Adv. ..Diabolical Adventures of Tobu 

Activision.Car Combat...Vigilante 12 

. ••••:/ ■ ■- . ■ :: ! : ■ . . 
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Tecmo. 


.Monster Rancher 2 


|gra*f | 
. 

. ' 


Playmates.Action.TMN Turtles 3-D 

Psygnosis.Action/Adv.Contract. The 

Psygnosis.Shooter...Lander 

Sony CEA.1st Person Shooter.Legion 

Sony CEA.Racing.Gran Turismo 2 

Sunsoft.Action/Adv.Hard Edge 

Sunsoft.....Action/Adv.Monster Seed 

.Grand Theft Auto 2 


W:''. t 


.[11 r 
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Tecmo...Horse Racing...Gallop Racer II 
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. . *■ - 

A : t 
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* THQ.Adventure...Dead Unity 


GT Interactive.3-D Platform. 


_Forty Winks 
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Gamewatch 
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: how the company has "exclusive" rights for new Star 
Wars games, but don't worry, it's all hot air. PlayStation 
will also be getting Episode One titles from Lucas Arts, 
possibly more than one this year. Next month we hope 

, so stayluned.^ 






Cashing in on the success of both 
Metal Gear and Deer Hunter, Konami 
has combined both games into one |j 
incredible title! Remember, all evil spy 


’’mm 




back, and he's got all- 


mega Man is 
k new enemy robots to go up against! 
I This time Dr. Wily's forces include the 
I lethal likes of Free-Bleeding Man, 
Lactose-Intolerant Man, Acne Mon, and 
Downtrodden Man (hey, all the good 
ideas were taken, okay?). 


Should be pretty cool—we can't wait! 
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Get ready, fans—Lara is back (again), 
and this time she's BUCK NAKED! No 
more costumes, she's in the buff for 
every single stage, even the ice 
levels! Brrr! This is a PSM sure-winner! 


...... ..‘ly “JO, 
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THQ has taken the WWF license in a 
daring new direction. Now it's a dat¬ 
ing simulation, in which you try to 
manage the personal lives of TV's 
hottest wrestling superstars. Can you 
manage a career on the road and a 
strong relationship at home? 


$; (■ .ii njiinj 


Among the many revelations in this 
prequel to the MK series, we learn 
that martial artists can't act, Sub-Zero 
is just Scorpion painted blue, and the 
darkest secret of all—the entire cast is 
just a bunch of guys in cheap costumes! 




1 ► 

Screw poles and lures, Natsume is 
taking fishing into the new milleni- 
um! This stuff is EXTREME! Land 
mines! Dynamite! That pretentious 
bass thinks he owns the lake...he's so 
damn full of himself. Now you can 
BLOW that cocky bass out of the water! 

: ■ •. v-;;-.'?. . .. ’ • .• . 

:-v • 


In this bizzatre Japanese import, you 
get to direct your very own Adult film! 

It plays a lot like Parappa at first, but 
soon you'll find there's toads more 
depth to this title. Dual Shock compatible. 








B ► 

Instead of the same old fighting tour¬ 
nament, Heihachi has put together 
Hie ultimate championship kart race 
to decide the final battle between 
good and evil. You haven't experi¬ 
enced Tekken until you've driven 
around in dinky little go-karts! 


ID ► 

First, you choose a famous end boss 
from several PlayStation hits. Then, 
you sit and wait for hours and 
hours, unHI the hero of the game 
finally reaches you. And the challeng¬ 
ing part is, no matter how many times 
you beat him, he just keeps conHnuing! 
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■ ast issue I figured Sony's new PocketStation peripheral as the 
most eagerly-awaited PlayStation product, and this month mil- 
lions of Japanese gamers have proven me right by buying the thing. 
Sales assistants throughout Tokyo frantically posted "sold out" notices 
» all over their stores to fend off inquiries. Sony Japan cleverly coordinat- 

• ed the release of the accessory with a price drop for the PlayStation con¬ 

sole itself, hoping that new customers 

er as a package. That's assuming, of course, 
there's anyone left in Japan who doesn't already own a ifeyfStll! 

Nation (where have they been for the last several years?). 


<c .VifyjL. 


Eagerly Anticipated 

The mighty triumvirate of Final Fantasy VIII, Dragon Quest VII and 

Saga Frontier 2 still dominate the most-anticipated title charts (at ■ \ I j 

the time I'm writing this, FFVIII is just about to release). In this * / r i 

RPG-obsessed nation, just about the only thing that will ever H 1 

change in that scenario is the numbers after the names. But with B \ 

the PocketStation doing so well, it's added a new dimension to the Ci -—^ 

statistic-heavy RPG game (as if the genre needed a popularity boost), and now the adventures of 
Squall and friends is just around the corner. Gypsy Max says: expect new sales records to be set. 

Hot For PlayStation 

In recent weeks the US-born Crash Bandicoot 3 has enjoyed unprecedented success for a foreign- 
made game in Japan, but of course, no game can stay on top forever. Normality has been restored 
with a homegrown Japanese RPG back in top spot. However, late on the scene and therefore not 
figuring in the charts, is ASCII's simulation, Bass Landing, which has entirely captivated the fishing- 
mad populace and has sold more copies than any other game as I write this. The game is helped 
along by its special controller, which mimicks the popular fishing-reel type found in the arcades. Also 

hot on the streets right now are Street Fighter Zero 3 from Capcom, and Konami's update to 
Beatmania, 3rd Mix. SlMVASJ.... 


■nP/f.onichiwa! Welcome once again to the premier 
UfcJ? section in videogame magazines the world over, 
Banzai Chibi-Chan's Nihon Game Otaku! Yeah, I 


guess Im 

a little biased since my name's in the title, but hey, I 
wouldn't try to put one over on fellow PlayStation fans like 
you guys. We otaku have to stick together! 

I'm still suffering from "post -Final Fantasy VIII syn¬ 
drome", and my brain isn't quite back to normal yet. Yep, 
you heard me right—I beat Final Fantasy VIII! It took for- 
freakin'-ever, and by the end I'd blown every cent I had on 
Pokka coffee just to stay awake those long nights. But I 
finally made it through, and all I can say is...wow. The 
action and graphics were great, and the story was a clas¬ 
sic. There was a stretch of the game that kept me in tears 
for an entire night...Uh, figuratively, I mean. 

Well, it's about time to get things started, so I'll wrap 
things up. In closing, let me just say that Sony's new 
PocketStation is INCREDIBLY cool, and is currently the 
hottest item here in Akihabara. In fact, they sold out the 
moment they hit the streets, leaving a lot of gamers out 
in the cold without one. Of course, I'm stylin' with three 
of those bad boys hanging around my neck, one each for 
R4, SF Zero 3 and Crash 3 (yep, the Japanese version 
came with full PocketStation support). So if you're lucky 
enough to find one at an import store somewhere, take it 
from Chibi and grab it. It's just too cool to pass up! 


Well, that's all for now. I've got to 
catch the next train to Shibuya, 
and I'm running late! From where 
I live it's a pretty grueling trip at 
about an hour-and-a-half (not 
counting the mad-rush stopover 
at Tokyo station), but at least I've 
got my trusty new PocketStation 
to keep me company. Sure, the 
games for it so far are rather sim¬ 
ple, but when I'm far away from 
the comfort of my couch and TV, 
that tiny little LCD screen starts 
to look better and better... 

—Max Everingham 


^ Resident Evil characters go snowboarding?! It's 
true, in Capcom's Tricky Sliders, you can race downhill as 
either Leon, Claire, or even a zombie by accessing a hid¬ 
den mode! The game itself is pretty cool, too. Instead of 
the classic "get downhill as fast as you can", the focus is 
more on pulling off tricks and combos. I haven't played it 
one yet, but now I've definitely got to check it out. Who 


A Most Japanese gamers are just plain 
crazy over Konami's Beat Manta games 


A Street Tighter Zero 3 is still getting a 
lot of play at the kiosks in Akihabara. 


The Pocket¬ 
Station is 
already a 
runaway 
hit here 


wouldn't want to see a zombie carving up some powder? 


► Capcom's newest fighter is bizarre. Even the name 
is weird: JoJo's Strange Adventure. Like most Capcom 
fighting games the action is 2D, and it got its start in the 
arcades. The characters and storyline are designed by the 
same guys who produce the popular Japanese comic 
Junior Jump, so there's quite a bit of buzz around it over 
here. One of the game's more unique features is your 
character's ability to call upon a monstrous "other self” to 
help launch massive attacks. Look for the game to hit the 
PlayStation in Japan sometime this summer. 

* Banzai Chibi-Chan illustrations by Robert DeJesus 



eah, that's right, a racing RPG! It's called Racing Lagoon. I 
know it sounds kinda weird, but this is going to be one 
super-cool game. The action takes place in a big city, where you drive ||? 
the streets from a high-up 3/4 view. When you pass by an enemy can 
it will flash its headlights at you, initiating the challenge. You can ITT : ? 

either accept the challenge and race, or chicken out and keep going. 

You can also lay down your own challenges of this way. The coolest part is that your 
car is fully customizable, and you can even take car parts from beaten opponents! 


A A "Racing-RPG"? If it's 
Square, you know it's good 
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1. Tales of Phantasia 
(Namco) 


MKi 


hr —— - 
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2. Beatmania 3rd mix (Konami) 
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3, Suikoden 2 (Konami) 


4. Crash Bandicoot 3: Warped 
World Tour 



5. Chocobo's Mysterious 
Dungeon 2 (Square) 



Zero 3 (Capcom) 
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7. 1.Q. Final (Sony CEI) 




:: - ... 
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8. Bass Landing (ASCII) 




K- : S. 


9. Jikkyou World Pro Baseball 
'98: Final Edition (Konami) 


10. R4: 

w§ HU 
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* Source: The PlayStation 99/01/04to 9901/17 
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GENRE 


PUBLISHER 


Admiral's Decision III ... 

Billiards Remix: Billiards Multiple. 

Meremanoid Mermaid. 

Robunaga's Evil Schemes w/ Power-Up Kit 
Elan .... ■ - -.. 


ASK ... 
Xing Ent 


underdo sumo wrestler 
hiyotaikai after he came from 


Fab Com 


4/15.. Dance Dance Revolution 
4/22. . Bust-A-Move 2.... ivV 
4/29.. UFO: A Day in the Life 7 
Apr .. Dragon Quest VII ... I y 
Apr .. Spyro the Dragon . .V,, 7; 

Apr .. The Novels.: .1 

Apr .. Virus: The Battlefield .. 

Apr .. Simple 1500 Series Vo! 10: The Billiard 

Apr .. Monster Compri World—.. .. 

Apr ., Simple 1500 Series Vol 9: The Chess. . 

Apr .. Shogi Kindergarten: Ayumi’s Class — 

Apr .. NBA Live '99. 

Apr .. Kagaiyaku Season. 

Apr .. Cinema English School Series Vol 4: Boy's Life.. Success 

Apr .. Kotobuki Grand Prix. 

Apr .. Shop Manager. 

Apr .. Game Legend of the Milky Way Hero 

Apr .. Dragon Money — .. 

Apr ,. Nurse Story. 

Apr .. X-Po. 

Apr .. Dinobreeder Another Progress 
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Culture Pub. 
Idea Factory 
Culture Pub. 


Electronic Arts 


Mainichi Com 
Idea Factory. 


' ■ • . ; • . 

A Right now this guy is super-popular. 
Everybody loves an underdog! 


mPrtfi. 


Final Fantasy . Well, that's changed 
haven't seen a new DO 


Are you kidding me? We 
Japanese otaku have been 


since we 
game in so long, but anticipation for 
the title is still really high—it con¬ 
stantly ranks among the top-wanted 
titles in magazine reader polls each 
month. Needless to say, I can't wait! 


a billion years now. Dragon 
Quest used to be the premier 
series over here, even bigger than 


A When it conies to big-name franchise 
series, Dragon Quest is still right there 
at the top in the minds of many otaku. 






I CAN MAKE HIM 
CUMB THE WALL! 


SEGU-! THIS CAT > 
IS SOMEHOW UNDER THE 
POWER OF MT NEW 
^REMOTE CONTROLLERS 


EVEN THE 
CEILIN6II 
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THIS CONTROLLER IS 
60IN6 TAKE SOME 
^ GETTING USE TO. > 
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Dead in the Water™ is a trademark of American Softworks Corporation. ©PEG 96 Limited Partnership. ASC Games"- 1 is a trademark of American Softworks Corporalion © 1998. 
Dead in the Water™ is developed by Player 1. The ratings icon is a trademark of the Interactive Digital Software Association. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc. All rights reserved. 
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rhe rrmsf honest, dependable, unbiased 
playstation reviems on the planet—period 


Yes, the PlayStation is incredible—but that 
doesn't mean all of its games are going to 
knock your socks off. Our reviews give you 
the total breakdown on all the latest titles, 
so you know when to buy and when to cry. 
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____ __ 

Bust-A-Move '99. pg. 42 


Free Style Boarding ... 


K 1 Revenge ......pg. 39 

. TU 

Marvel Superheroes vs. Street Fighter.,.pg. 42 
NCAA Final Four. .... 


Pro 18 World Tour Golf.... pg. 39 

Rollcage.....pg. 35 

Tai Fu........ .pg, 36 


The R5TY1 Rating Scale 


ui 


e here at PSM want you to know that we take 


our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional "five-star" ratings scale, if we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 


RATINGS MEAN* 


i i 



A PlayStation classic that no fan should be without 
A can't-miss game, no matter who you are! 



A really well-done game. If you're a fan of the genre, 
you should definitely check this one out 


A pretty good game. It has its share of rough spots, 
but it has some redeeming qualities, as well. 


Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 


r 

A 
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Don't even make eye-contact with this one— 
it's not worth one second of your time. 


-J 


BfEEflKING IT ALL □□UINj P'SIYI STYLE 






1ST WEEK 


2N0 WEEK t ST MONTH 2ND MONTH 


This is the 
Game 

Summary. It's 
kind of like 
"Cliff's 
Notes" for 
all you lazy 
types who 
won't read 
the whole 
review. 



With our Replay Chart, you can see the potential lifespan of a game at 
. . . ( a glance! Some games are great fun at first, but quickly wear thin. 

These are the categories that we think are most Others are tough to get into, but redly take off if you stick with 'em. A 

important when rating a game. Each is rated on 5 means that you will be playing it non-stop, while a T means its prac- 

a scale from 1 to 5. Hcally in the closet. 





jhese are our ratings for 
" ' some of the games released 


over the past several months. 
Check 'em out for any titles you 
may have missed! 


Abe's Exoddus GOGO 
Akuji 0000 

Animaniacs Ten Pin Ally 000 
Apocalypse 000 
Armored Core: 

Project Phantasma 000 
Blast Radius 000 1/2 
Bomberman Race 000 1/2 
Breath of Fire III 00001/2 
Brigandine 000 
Bust-A-Move 4 0000 
Bushido Blade 2 OOO 
Bust-A-Groove 00001/2 
Civilization 2 0000 1/2 
Colony Wars: Vengeance OOOOO 


Contender O 1/2 
Cool Boarders 3 OOOO 
Darkstalkers 3 0000 
Dead In The Water 000 1/2 
Destrega 001/2 
Devil Dice OOOOO 
Eggs of Steel 00 1/2 
FI: '98 OOO 


FIFA '99 OOOO 1/2 
Guardian's Crusade OOOO 
Heart of Darkness 00001/2 
Kensei: Sacred Fist 001/2 
Knockout Kings 00 
Madden NFL '99 OOOO 
MediEvil OOO 
Meta! Gear Solid OOOOO 
MLB '99 OOO 


Monkey Hero OOO 1/2 
NASCAR '99 001/2 
NCAA Football '99 OOOO 
NCAAGame Breaker '99 00001/2 


NCAA March Mad '99 OOO 1/2 


Nectaris OOOO 


NFL Blitz 00001/2 
NFL GameDay '99 OOO 1 



No One/Stop Mr. Domino OO01/2 
R-Types OOOO 
Rally Cross 2 0001/2 
Resident Evil 2 OOOOO 
Rival Schools: 

United By Fate OOOO 
Rogue Trip 0001/2 
Roll Away 0001/2 




Silent Hill OOOO 1/2 
Spyro the Dragon OOOO 
Street Fighter 2 Collection OOOO 
Street Sk8er OOOO 
Syphon Filter OOOO 
Tales of Destiny OOOO 
Tekken 3 OOOOO 
Tenchu 00001/2 
Tiger Woods '99 PGA Golf OOOO 
Tomb Raider III OOOO 
Twisted Metal 3 00 
Unholy War, The OOOO 
Uprising X OOOO 
WCW/nWo Thunder OOO 
WWF Warzone OOOO 
X Games Pro-Boarder 0001/2 
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1ST HOUR 1ST DAY 


< The amount of fun to be had 
in the two-player split screen 
mode is hard to beat plus it 
moves as fast and smooth as 
the full screen one-player mode. 


HIGH-SPEED RACING DOESN'T GET MUCH BETTER 


ou know, Rollcage is the true torch bearer of the kind of experience the 
Wipeout series offers — extremely fast, futuristic, weapon-based racing, 
complemented with fantastic physics and a "blow you over" framerate. Rollcage 
has these qualities, but this is no Wipeout clone. It brings to the genre many inno¬ 
vations that are flawlessly implemented. Everything has really 
come together for Rollcage, making the title appear 
more like videogame fine art than just another good 
Psygnosis racing game. 

At the core of the games impressive 
goodness are the unreal physics of the 
large-wheeled vehicles. You can literally drive 
on anything, the sides of walls, the ceilings, 
you can even drive your car upside down. 

When you do completely lose your bearings, 
you can hit the circle button to face your car back 
in the right direction. 

The cars you drive are like those RC cars with big 
wheels and have the ability to flip over and drive upside down. 

Unfortunately, these types of RC cars never really worked the way 
they do in the commercial, but the cars in Rollcage sure do! They 
are also indestructible. The ability to destroy the surrounding envi¬ 
ronment with your car is a nice distraction to the intense racing. 

One side benefit to destroying the buildings 
around you is that the remaining rubble 
impedes the other racers (as well as yourself) 
on the next lap around. 


▼ Fast, 

indestructable, and 
heavily armed 
Insurance 


companies are 
gonna love 
these things! 


A If your car 
and the 
others are 
indestructible, 
what is Hie 
point of 
weapons? To 
blow up the 
buildings lining 
the road of 
course. You can 
also use 
weapons to 
send your 
opponents off 
the road. 


< Like Wipeout, you can drive 
over blue arrows in the road to 
boost your speed, except in 
Rollcage they put some of these 
arrows on the side of a wall. 

You may also noHce the red 
glow around the nose of the car, 
as if it was starting to burn up 
from excessive speed. 


▼ This is not even an extreme 
example of the crazy air you can 
get. The killer spinning camera 
angles simply make the action in 
this game. 


The selection of 
weapons is typical for this 
type of game, but a couple 
are unique and all share 
some sort of dramatic spe¬ 
cial effects. One missile 
exclusively seeks out and 
impacts on the race leader, 
while another creates a 
warp tunnel in front of 
your car and sucks the 
opponent in front of you to 
the position behind you. 

Some of the effects are 
astounding, like the cone of superheated air your racer develops as it races through 
the sound barrier. 

The 20 tracks are completely unique with new challenges, but unfortunately, 
they're also far too short. There are several modes to play in, but our other big 
complaint stems from the inability to have a single race on the course of your 
choosing against CPU opponents. This mode which is standard in most other 
racers is sorely missed here. Fortunately the two-player mode has a ton of replay 

value, like the innovative 

iSSU.. J- two-player deathmatches 
^ where you try to knock 

IHk. ■. T • -• ■ YjiSH each other off some kind of 

platform. All of the two- 
player modes run as fast 
and smoothly as the one- 
player, another impressive 
example of the technical 
marvel called Rollcage. 


< Driving upside down is a 
regular activity on [ust about 
every track in Rollcage. 
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SUM 
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The unparalleled physics, 

MAKE THIS A MUST PLAY. 

The fantastic replay mode 
similar to Gram Turismd. 


No SINGLE RACE MUG 
GREATLY MISSEO. 













































































































Shooting the little skeletons 
is more frustrating than fun 
this time around. 



he original Point Blank was an instant favorite around the PSM offices, so 
we anticipated hours and hours of competitive fun when the sequel came 
into the office. Unfortunately, while Point Blank 2 may mimic the same formula as 
the original game, a lot of the feel for what made the first so fun has been lost. 

The main game itself remains basically the same: one or two players shoot their 
way through a variety of galleries that range from shooting cardboard ninjas to col¬ 
ored targets. Where Point Blank slips a little is in the actual challenges, which tend 
to be much more difficult than playable on average. Quite a few, in fact, are just 
insanely difficult to beat no matter how talented you are. The best part about the 
irst game was that everybody in the office could compete, but these difficult chal¬ 


lenges effectively push any medium skilled players out of the action. Many times we 
felt much more frustrated than entertained. The game is still fun, though, but it lacks 
the feel that made the first so addictive. 

The single player game, however, is much better than the questionable RPG in 
the first game. This time around, you must face several different challenges in an 
amusement park in your quest for a missing princess. Still not necessarily inspiring, 
but much more fun should you not have an extra Guncon (or friend) handy. 

Finally, despite the fact that we enjoyed the first game, the concept just seems 
tired in this version. Perhaps a bit more originality would have served this game well 
and made it a better experience. 
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KUNG FU GOES BACK 
TO NATURE 
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ell, Taj Fu is yet another 
attempt for a game devel¬ 
oper to re-invent the classic beat- 
em-up for the 32 bit age. 

Gameplay revolves around T'ai, a 
kung fu tiger, who must fight 
his way through many differ¬ 
ent levels of enemies to 
eventually defeat the evil 
dragon that controls the land. 

While the Sands may be distinctly eastern- 
themed (and most look quite good), all of the characters in 
the game are animals, each utilizing the kung fu style that 
was named after them in the real world. For example: The 
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4 Your opponents use Hie 
kung fu style that their animal 
represents. In this case, it's 
W snake style! 




Mantis uses Mantis style and the Cranes use Crane style. 
T'ai can learn moves from each of these styles when he 
beats each boss, which eventually give him quite an 
impressive arsenal of moves. 

The move variety is definitely one of the saving 
graces of the game. There are just enough different 
moves and combos, so the game never really picks up 
the monotony common to the beat-'em-up genre. Just 
as you start to get the hang of one style, you learn anoth¬ 
er, and this continues to the end of the game. 

Unfortunately, the game isn't balanced well. The first boss, 
for example, is one of the hardest in the game, which may frus¬ 
trate gamers. Another area that the game fails are the cinematic 
sequences. In fact, T'ai's "Hip tiger attitude" totally contradicts the rest of the game 
and seriously put us off. Finally, while the game is long by the standards of a beat- 
'em-up, it can be beaten in a fairly short length of time (5-6 hours). 

Overall, the game is fun and original, but it lacks some polish. Younger gamers 
might realty enjoy the theme and action, and older gamers will appreciate the sub¬ 
tle enhancements that have been made to the gameplay over the standard beat- 
'em-up. 
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<, you can go all the 
this weakness that 
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Jaleco 


1ST WEEK ffsNDWEEK flST MONTH 


1ST HOUR 1ST DAY 


- 


waamt 


any people believe that kickboxing is the ultimate in sports brutality, but 
they haven't seen a thing unless they've seen K-1 boxing, the "ultimate" 
ultimate in primal one-on-one punishment. Jaleco's fighting endeavor scratches the 
surface of the sport, but needs some serious training for it to be a long-term con¬ 
tender in the sports fighting genre. 

K-1 does some things right. It's filled with the real "ringers" from the interna¬ 
tional sport, champs Andy Hug, Ernesto Hoost, and Peter Aerts, and decent FMV 
footage demonstrates just how talented these guys are. You can take it out on them 
in several play modes, ranging from an extremely thorough training session to the 
single fight mode, an eight-person turn-taking event, or a short ten fight career 
against a string of computer opponents for the championship. It seems that devel¬ 
opers, X-ing, did spend time providing some polish to the responsiveness and con¬ 
trols in the game. For what it's worth, compared to EA's Knockout Kings and Sony's 
ultra-poor Contender, K-1 Revenge features good response times and a lot more 
variety in moves, punches, kicks, and combos. 

The real game lies in the fighting combinations, which allow you to deliver the 


G A 


SUMMARY 


KICKBOXERS MAXES GAME FEEL MORE 


most damage to your opponent. These take a little time to master, but soon enough, 
you'll be decking the best of them. Unfortunately, if you learn just on^ simnlA mnvp 
like Musashi's high kick or Jean Claude Van Damme's swing hook, 
way to the championship without much of a challenge. And it's 
really makes the game suffer in depth, challenge and appe* 1 
One thing for sure, though, there is no other K-1-style 
as this. With a limited audience to pitch to, K-1 fans will most 

this game. From the licensed kickboxers 

plethora of modes and moves, K-1 
Revenge does seem to offer quite a 
bit on the surface. But if you've ever 
- mmmm-,:. mmmM played any other higher quality fighting 

games, it's hard not to feel that K-1 
Revenge delivers nothing more than a 
giant sucker punch. What a shame. 




m 




■ ! m 


rr- r .S5£ 










^7 


V 












mm 




E3> 














K-1 GETS A KICK IN THE PANTS 


1 


Musashi's high kick is 
extremely dangerous. Man, 
does he have big feet! 


Freestyle Boardin' '93 

WHAT WERE THEY THINKING? 


IAJ 


e have to ask why Capcom decided to release Freestyle Boardin' 99 here 
in the U.S., especially in the face of some blatantly better snowboarding 
games. The game is actually the Japanese sequel to Zap Snowboarding Tricks on 
the Sega Saturn and, from the looks of the sub-par graphics, it's apparent where the 
game's roots lie. What we have here is a rather simplistic and boring title that is 
more of an exercise in moving your character left and right to stay on the snowy path 
than anything fun and exciting. 

The selection of modes is typical with a ten stage championship mode where 
you compete in a variety of events ranging from downhill to slalom to the half-pipe. 
Points are earned by how well you do in the competition and you can apply these 
points to your characters attributes. This is one of the only interesting things about 
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1ST HOUR 


1ST MONTH 





1ST DAY 

1ST WEEK 

2ND WEEK 





PUBLISHER 


Capcom 


DEVELOPER 



TV Tokyo/ Pony Cavern 
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■ This is typical of the scenery 
in FB '99. There are wide open 
areas, but most of the course is 
) in ravines like this. 

jt 


the game. Besides the championship, you can also take on single events in both the 
time competition (down hill events) and Freestyle mode (trick events). A two-player 
split screen mode is also included where you can compete in any of the downhill or 
slalom courses side by side. All the game's modes seems very limited as result of 
the small amount of courses in the game, its first major flaw. There are only four 
downhill runs, one half-pipe, one straight jump and two slalom courses. On top of 
that the four downhill courses are just variations of the same big run so the sur¬ 
rounding environment is about the same for each. 

Controlling the boarder is admittedly easy and tricks aren't hard to do, but both 
are without any depth. The whole controller is not even used. The carving buttons 
stop you cold rather than help you turn and there is no tuck or anything that you can 
do to make your character go any faster. Tricks are easy to pull off but landing them 
seems more open to luck and chance than actual skill. It does feature analog control 
and vibration feedback, but neither improve the game in any way. 
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4 The look of the game is 
incredible, including the motion 
capture. It's too bad Pro 18 
World Tour is so unplayable. 






waMtiti 


1ST WEEK 


ell, we previewed Pro 18 back in the February issue and asked the ques¬ 
tion, "how realistic do you like your goif sims?" We asked this because 
Psygnosis r new goifing game was made in the hopes of reaching a new level in sim¬ 
ulation in the genre. There is a point, however, when a game becomes too much of 
a simulation and not much fun. This is such a case. 

The big problem here is what the development team choose to hyper-simulate. 
The trouble starts with the four hit swing. Most golfing games feature a three hit 
swing. One press to start the swing, the second to set the power and the third to 
determine accuracy. The fourth button press added to Pro 18 determines the draw 
or fade, but is extremely tough to time with any accuracy, making for the only golf 
game on the PlayStation where you can consistently miss the ball. 

The three courses looks quite nice, but the color pallet makes it difficult to read 
the terrain. The map of a given hole is also useless for lining up your shot. You real¬ 
ly have no idea where you're supposed to hit the ball. Even when you can see the 
green, the flag indicating the hole is almost invisible. Although this may be true to 
the real thing, the graphics just aren't good enough to replace some kind of game- 
play indicators or guiding lines. 

The motion capture of the professional golfers in the game are incredible and 
look like videotape. Unfortunately the visual 
pizazz stops there. The instant replay of your 
shot Is terrible, Half the time it just shows the 
ball flying through the air, hit by a motionless 
golfer. The commentary was promised to have a 
very TV like presentation, but the final result is far 
from flashy and ultimately less convincing than the 
commentary in other golf games. The front end pre¬ 
sentation is quite nice, but taking into consideration the 
above complaints, and that there are only three courses in 
the game, makes this the one to miss. Tiger Woods 99 is still 
the game to get. 
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389 TAKES THE SHDT, BUT COMES UP SHORT 



he thing that makes a college game click is the overwhelming feeling that 
at any time, the underdog might just spring into action and pull away to win 
it all. 989 Studios used to be that underdog against mighty EA, but with the long line 
of franchises the company has started over the past four years, this is simply no 
longer the case. 

Still, NCAA Final Four is the first college hoops game from 989 Studios and 
developer Killer Game, and this first attempt feels fairly solid and sturdy. Graphically, 
the polygonal players appear a little outdated in terms of 989's other franchises (i.e. 
Gameday Gamebreaker), with blocky corners and muddy colors. But the smoothly 
animated movements of players save the day and really enhance the experience 
with nicely detailed visuals of slams, alley-oops, and double-pimp dunks. There are 
35 signature dunks in all, which will please fans looking for the authenticity of a 
licensed sports title. 



TYPE 


4 The free-throw system needs 
major re-working. It's just too 
damned easy. 


There aren't as many statistics, options, or ways in which you can control and 
manage your team and players as you can in EA's March Madness, but the crucial 
stuff is here. And what's in the game is easy to get to and manage for newbies and 
veterans alike. There are more than 250 division One teams, a sixth man meter, a 
variety of plays for both offense and defense, and Total Control Passing. There are 
plenty of small touches that make NCAA Final Four a complete product, even with¬ 
out the fancy trimmings. 

But despite the good first effort, however, come a few signs to make more hard¬ 
core fans worry. Pulling off any kind of shot is way too easy, despite the various skill 
levels. The free-throw system has to be made more difficult: banging countless FTs 
is too ridiculously simple. There are other worries, too, that seem to indicate that 989 
pushed this title out the door a little too quickly, like late in some games, bizarre 
opponent substitutions occur and players still occasionally skate like they're on ice. 

Final Four will be more attractive to first-time buyers than experienced players. 
It's got a great look and a good feel, it just needs some details worked out. 
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2ND MONTH 


1ST HOUR 1ST DAY 


1ST WEEK 2ND WEEK 
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ii^ & The charac 
.* Sjia r fers are okay, 
if but for most of 
W the game, seem 
f lack any real 
charm or any kind 
of personality. 
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Legend Df Legaie 


A The ending of the game can 
be influenced by how you 
answer certain questions 
throughout your adventure, so 
always think before you speak. 


IS SONY'S LATEST RPG LEGENDARY DR LUKEWARM? 


ith the huge crop of RPGs looming on the horizon for the PlayStation, 
the drive to produce a game with a clever angle or unique gameplay 
twist has become increasingly important. With the release of Sony's epic 
Legend of Legaia, the turn-based combat in traditional role-playing games 
receives a much needed boost in the form of manually entered controls 
more akin to fighting games than the one-button presses typical to the 
genre. The result provides gamers with a refreshing change to what can 
usually be a tedious affair in an RPG. But what does this combat system contribute 
to the overall experience of Legaia and how does the rest of the game stack up? 

At the outset of the game, you'll be introduced to Vahn, a small town boy who 
is about to set out on his first hunting trip. The details of his first trip outside the 
village are complicated by the fact that the world has been overtaken by a myste¬ 
rious and lethal Mist that constantly permeates the air, turning average folk into 
crazed beings. The source of the problem stems from the use of Seru, magical 
creatures which served as a great help to humans before the Mist arrived, but now 
exist as dreaded parasites, bleeding the life from their human hosts. 

The storyline provides an interesting twist to the usual RPG formula by influ¬ 
encing which type of monsters you'll encounter in different areas, depending on 
whether the Mist is present or not. These Seru monsters can then be absorbed 
and used as spells to summon during battle. And battle is definitely where Legaia 
comes through strongest. Utilizing an innovative combat system, players can enter 
in a string of moves for each character, which can result in learning “Arts" or super¬ 
moves that inflict maximum damage. The system succeeds in making battles 
interesting and challenging. 

Unfortunately, the innovation in battle doesn't necessarily carry over to the rest 
of the game as smoothly. Visually, Legaia most closely mimics Final Fantasy VII 
with cute, detailed polygonal characters, but in 3D environments. The result is a 
competent, but surprisingly rough mix of old-school superdeformed characters set 
in a 32-bit world. But as any fan knows, graphics aren't necessarily the most impor¬ 
tant aspect in an RPG — the story is. And with a complex storyline, it's difficult to 
pinpoint the weakness in the game, but it's there. The characters smack of 
shallowness and lack that special charm that really draws players in. While there's 
more than enough to 
go on without the 
strong presence of 
personality in the 
game's characters, it's 
difficult to predict 
whether Legaia will 
stand out as 
memorable in the 
crowd of character- 
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PUBLISH! 


Slightly similar to the upcoming 
FFVIII, characters in Legaia are able 
to absorb the abilities of certain 
monsters in combat. 


Towns are fairly detailed with plenty of 
people to chat with for info and gossip. 
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driven RPGs in the near future (Jade Cocoon, Final Fantasy VIII) and the recent past 
(Guardian's Crusade, Xenogears). 

But with an excellent combat system, as well as a truly challenging quest, vet¬ 
eran role-players may still flock to Legaia in the face of whacked play-balance (don't 
approach a boss in the game without a punching bag) and a cast of somewhat hol¬ 
low characters, because despite a few severe shortcomings, Legaia still gives its 
all and proves an innovative title for those willing to tackle it, 


► Boss fights in Legaia 
may reduce some players to 
tears. Make sure to pack a 
hanky or two, even after 
level building. 
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While the tag-team mode is 
still not really available, MSH 
vs, SF is a much better conver¬ 
sion than X-men vs, SF was. 


Those of you who complained about the lack of 
modes in X-men vs. Street Fighter, can now rejoice. 

This game has several, including Hero Battle, which 
allows you to pit the entire team of Street Fighter 
characters versus the Marvel characters until only 
one is left standing, and Cross Over, which is 
basically a special mode that allows you to use 
the arcade's tag-team feature. There is even a 
Gallery feature that reveals new custom Capcom 
artwork each time you play through the game. 

Needless to say, Capcom has surprised us once again. 

It has managed to fix its past mistakes ana create a port that is extremely close to 
the arcade original. The only problem is that this game still plays a lot like X-men vs. 
Street Fighter. And considering that Alpha 3 is due out soon, there is no real reason 
to pick it up... unless, of course, you are a huge Marvel comics fan. 


Captain America is a 
fierce fighter, but can he 
take on the Street Fighters? 


OND ATT 

BUSHED 


apcom's previous attempt at a versus 
game, X-Men vs. Street Fighter, didn't 
quite end up as we would had hoped. There was 
slowdown, very few extra options and the one main 
feature that was in the arcade version - the tag-team 
mode - was sadly lacking. The game just didn't 
have that polish that most of Capcom's home 
conversions are known "or. Thankfully, that is not 
the case with Marvel Superheroes vs. Street 
Fighter. Problems such as slowdown have 
been virtually eliminated, and the cast of 17 ini¬ 
tial characters is much more diverse and like¬ 
able. There are also plenty of secret characters 
to discover. 


m 




4 Ken always 
seems to have 
thctf smug atti¬ 
tude that he is 
better than 
everyone else. 


Bust-A-Move '99 

THE CLASSIC PUZZLER IS BACK FDR SECDNDS 


uu 


ith so many games entering the PlayStation market, it's little surprise that 
Taito's popular Bust-A-Move series is making a second appearance within 
the first four months of 1999. Challenging Natsume's excellent Bust-A-Move 4, 
Acclaim's Bust-A-Move '99 differs only slightly from the original formula of bubble- 
busting puzzle play. 

While BAM 4 offered a new challenge, introducing seasoned players to new pul¬ 
ley and chain reaction-based gameplay, BAM '99 doesn't make as grand a leap as 
Natsume's title. The newest additions to the usual formula include a series of con¬ 
tinuous rounds which build up screens of bubbles that must be cleared one after 
another in order to fill a side meter that records the amount of wins; a feature imple- 



1ST HOUR 


1ST DAY 


1ST WEEK [2ND WEEK 1ST MONTH 


2ND MONTH 


GAME 


LONGTIME PLAYERS 

Y Compared td Bust-A-Move 4 , BAM ‘B 




PUB 


Acclaim 


DEVELOPER 


Taito 


TYPE OF BANE 


Puzzle 
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< Clearing a seemingly endless 
string of bubbles makes up the 
simple, but addictive puzzle 
play in Acclaim's latest, Bust-A- 
Move '99. 


mented into BAM 4, as well. On top of this slightly new feature, the game incorpo¬ 
rates all of the same modes as BAM 4, allowing players to face off against the com¬ 
puter, participate in a Challenge game which rates your various skills on a letter sys¬ 
tem, an Edit mode which gives players a chance to create their own puzzles and the 
challenging Win mode that tracks the number of wins against an Al opponent to 
unlock a portrait of your character. 

So which one should you choose? Acclaim's BAM '99 suffers only slightly from 
the fact that it is merely a port of a game released on the Saturn over a year ago, but 
even this is a minor flaw in BAM '99. We all know that the series has always been 
about the gameplay and outrageously fun two-player mode. And with a whole host 
of modes and the same formula for fun consistent throughout the Bust-A-Move 
series, BAM '99 still manages to hold its weight in solid gameplay and irresistible 
charm for anyone with a PlayStation and two controllers. Check it out. 
































































































































































































mm 








‘ 5^0 




St3* 


It's anyone who starts a sentence, 

“When I was your age...” 
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Why couldn’t you be more 
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Wreak havoc in 40 different missions, in four unique, upgradable ships, 
using 13 different weapons against 30+ enemy craft. Experience wormholes, asteroids, cloaked planets 
and kamikaze drones. Even play against that person you’re ticked off at, head-to-head. 
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PlayStation 































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































Publisher Psygnosis 
Developer Psygnosis 


Release Date November 
Type Racing 
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hen starting on W/peouf 3, the develop¬ 
ment team was faced with a unique 
problem: How do you improve upon a game that 
many feel is a pinnacle of design and technical 
achievement on the PlayStation? it's been several 
years since the last game in the series was 
released, but finally, the wily wizards at Psygnosis 
think they have the design and the technology to 
make this the greatest installment ever. 

The key to the next Wipeout is, of course, 
speed, and this should be the fastest installment 
yet. In an attempt to cater to both advanced 
Wipeout veterans as wei! as newcomers to the 
series, there are now five 
new racing teams, each 
with their own tradeoffs 
between ease of use and 
performance. This way, 
new players can enjoy the 
game, yet those who really 
want to see what the game 
can do can push the enve¬ 
lope. Each of these teams 
will now have individual j 
racers, which Psygnosis is | 
betting will immerse play- I 
ers even more in the futur- \ 
istic world they've created. 

to cater to the new 
teams, there are also eight 
new tracks to choose from. ’^BSBHI|| 
Some of these tracks are even HKjS 
especially tuned for higher speeds, so 
you'll be going faster than ever before. 

When talking about the speed of the game, it's 
impossible not to worry about control, though. 
This time around, Psygnosis is finally going to be 
able to take advantage of the Dual Shock con¬ 
troller. With analog steering, the game should feel 
tighter than ever. Wipeout purists will also be 
happy to know that the delicate issue of skidding 
on the walls has been balanced even more this 
time around. Instead of stopping when you glance 


into a wall like the first 
Wipeout, players can skid along 
the walls like in XL In order to 
keep people from taking advan¬ 
tage of this feature, however, 
skidding will now reduce the 
power to your shields so you 
can actually kill yourself if ■, 
you're not careful. 

There are also now four 1 
new weapons in addition to all 
of the ones from XL, so you'll 
also have to worry about the other cars trying to 
kill you. While we're hoping the "doomsday" 
weapons from the N64 Wipeout are gone, we're 
definitely looking forward to more ways to blow 
stuff up. You can even now play head to 
head against a friend in a brand new 
jljw split screen mode, so you can 
ULi f blow him up, too. There also 

might be PocketStation sup¬ 
port included in the game, 
^ but^nofcwdyknows at this 

series in the has been aug- 
mented to make this game 

gp pi kggt one y 6 { yy e can 't 

. wait to see more of th s game in 

the months to come. This looks to be 
the PlayStation's "killer app" for the upcoming 
Christmas season. 

► This futuristic 
cityscape shows the 
cross between Japanese 
and English culture for 
which the series has 
been acclaimed. 


A Feisar returns 
for yet another outing of 
Wipeout along with the other 
old teams as well as several new ones 




▼ The team promises 
plenty of new 
weapons and effects 
that will make the 
game super 
intense. 


Jftr! jffLi ISfa. 




NOTE: The game- 
play screens shown 
here are "roughs" of 
the developers' very 
early work in 
progress—expect the final version 
will look a bit different 


While the game is still early in its development, Psygnosis was able to give us a sneak 

peak at some of the tracks that are still under construction. 


A This is one of the stranger ship 
designs we've gotten. 


.4 This looks like one of the cars that is 
slower,, but more maneuverable. 


A ...then the artists add details to give the 
track its own unique personality. 


A The first step is to have the modeler 
design the track * * * 


A This is what the new Feisar ship is 
going to look like. Definitely cool. 


A Teams will now have their own dri¬ 
ver with unique decor for their vehicles 
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!VtP: Yes. Think 2.75D 


junction with Leeds Research and 
Development [The Wipeout team¬ 
ed]. We design, they make it work. 


PSM: What is your position on the 
DR team? 

MP; Nearest the window and the 
stereo. 
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PSM: What type of tools or 
research do you use to come up 
with the designs? 

MP: Brain. Sight. Thought. Apple 
Mac Computer. 


PSM: Are there any design ele¬ 
ments that come from Designers 
Republic and are then put into the 
game by Psygnosis? 

MP: Some of our logos and icons are 
put in the game on billboards, etc. 


PSM: What other type of projects 
does DR work on? 

MP: Mainly record sleeve design, 
and we are getting more into the 
advertising. Projects completed 
include: powergen, moshi moshi 
sushi, super noodles, department of 


PSM: How would you describe the 
'Designers Republic' style? 

MP: Esoteric. Thought Provoking. 
Brain Aided Design, 


PSM: How do you normally 
approach the Wipeout series in 
terms of design? 

MP: With an open mind. 


PSM: Do you feel as if your 
designs in the Wipeout series are 


PSM: What exactly are the pieces 
that DR is responsible for putting 
into the game? 

MP: In game graphics, they include: 
HUD, front end, Company and Team 

Overall, making 




ogy of the game? 

MP: Slightly—a lac 
tion is always a pr 
based company. 


PSM: Are there any particular 
influences that you draw from? 

MP: Daniel Libeskind, Zaha Hadid, 
Tadao Ando, Buildings, Super-mar¬ 
kets, Modernism, The Millimetre unit 
of measurement, Deconstruction, 
Precision Instruments. 


corporate identities 
it seem real. 


excited about the 


PSM: Are you 
new Star Wars movie? 

MP: Yes, we are! 


PSM: How much input do you 
have in the overall look and feel of 
the game? 

MP: We have a lot of input in con- 


PSM: Are you approaching this 
new installment any differently? 
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thing you there's 
log control. 




& Check out the new display at the bot¬ 
tom of the screenshot. Looks pretty coo! 
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A Wipeout 3 still has that futuristic 
urban look that made it so popular 




< Good players know how to balance 
the combat aspect of the game with the 
racing to achieve the best results. 


We got the official logo just as we went to 
print, so we thought we'd be the first to 
show it off. 
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One of the first levels that PSM was 
shown was this sprawling urban 


to help you achieve the fop speed in your 
vehicle of choice. Better not let anybody 
else cut you off! 


▲ Eventually all of the tracks will s| 
immense amounts of detail around 

for you to gawk at while you race. 

• • . . 


to navigate than 


▲ Sliding along the side rail is still encour¬ 
aged as a way to cut corners or regain con 


trol on a fast run, but now it will damage 
vour shield. 
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Publisher Namco 
Developer Namcn 


Release Date TBA 
Type Combat Flying 
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One has to wonder why this guy is fly 
ing with his dive brake on, though... 
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i These production sketches give 
I some indication of the mean 
| machines well be taking into harm's 

While based on actual 
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way soon 
existing aircraft, these planes all have 
a futuristic flair. 
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Everyt-hing 


Namco's new viewing mode gives players angles previously 
only seen in PC flight sims. While this will mainly help expert 


pilots who use the in-cockpit view, people who like the 3rd- 
person view will also benefit from it. 
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As seen from above, this Delta-winged 
bomber is reminiscent of the B-58 Hustler. 


A 


A You could check your six with this 
head-on view. 


A AC3's light sourcing is truly realistic, 
not to mention beautiful. 


ell, it's been quite a while, but Namco 
f ready to fly the unfriendly skies again 
Combat 3: Electrosphere. The design team at Namco has 
made several major changes to the air combat classic that 
guarantee this version will have the right stuff. 

In Ace Combat2, all of the missions were flown above "a 
certain small country". AC3 goes one better, introducing 
players to "a New World", where society, culture and 
mankind is completely different from our world. And if 


trol how they look out of the cockpit, creating a realism 
previously only found in PC atr combat sims. This view mode 
will be controlled by the right analog stick of your Dual 
shock or analog controller. So now you'll be able to track 
enemy fighters more accurately in dogfights. The new view 
mode also has several new views for ground attack 
missions, which should help to raise the kill ratios of 
PlayStation pilots everywhere. 

The game is currently about 80% complete and no solid 
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A This plane doseiy resembles a 
French Mirage bomber. 


mmm 


future, giving the game a futuristic bent. In keeping with the 
futuristic tone, the planes in AC3 won't merely be 
representative of current warbirds. Instead, look for all new, 
original designs. 

Another major development is the change in 
the mission structure. Ace Combat 2 had only two 
basic missions: Aiphavilie and Bellisima. ACS intro¬ 
duces multi-mission and multi-story systems. How 
well you fly a previous mission will now directly 
impact on the upcoming mission. For example, 
failure to take out a SAM site might result in your 
next mission being an anti-aircraft nightmare. 

While all these changes sound well and good, 
the best is yet to come. Ace Combat 3 will feature 
a new viewing system that will allow pilots to con- 


tabs on this one and we'll give you a shout as soon as we 
know more. This is one series that just keeps getting better 
with age. We can't wait! 
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A ...while this one seems to be mod¬ 
eled after the F-18 or F-22. 




Ace Combat 3 will feature both 
day and night missions. The night 
time is the right time for stealth! 


You've acquired the target, so 
ripple off some missiles and then 
it's Miller time. 
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A This forward swept wing model is 
based on actual military designs. 


A Some old favorites, like this F-16, 
are back in AC3. 


>rlwfenty .jy.’iAu* 


AMlMWUiail 




1 - 
















- 














































































































































































































































































































WijV'j 


A* ■ 




' 

•?2e 


•,v 


ps 


■ 


V' 


?.,V, t J".t .!!-ilL. jl'-V-dl : ’ll 




ra 


^ c/> 
= >. 
Q iS 

cc a. 

CD 

o ^ 

CO 

-- 

£=1 

to .2 

LLJ -tO 

LJJ 19 

CC CO 

U_ 

, _£3 

a a* 


o 

o 


_o 

o 

tO 

c 

o 

o 


^ c 3 

O £ C 

O c “ 

□_ c 

< 

o -c ^_ 
^ ^ o 


> J=i 


0c 


to 

cn 


■a 


to to rt 

uu c: w 

CC Qj CD 

£2^ 

ziz o 

O ^ 

cr >- ^ 

_1 CJ 

531 

CD '(^3 

o) z t: 

03 t 3 qj 

*“ c 

O o ^ 

? ^ s 

<° I 

I 


o 

o 

Co 

< 

o 


© 

CD 

CD 

CD 


O 

o 


o "g 
< B 

O £ 

h-- CTJ 

^ ° 2f 

O a> 

O « g 

a. c ^ 

sS I 

@Ss 

































































































.i‘Y.! r 


lUha ..Cji 

raw-™? 


. 


■ " 






m-f. m 

..< . ■ . . - .,.-i 


mm 


^ >v a 




vVV’; ■ 

. „ r . , . , ;■. - -a ; 

■S 

•■... 


WM&m 


now on Pfaybtation® iwo player 


Interactive Digital Software Association. PlayStation and the PlayStation logos are 
ark of Konarni Co., Ltd. ©1999 Konami of America, Inc. All Rights Reserved. 
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Release Date 2nd Qtr 
Type Sports 


Publisher 98S Studios 
Developer 989 Studios 
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989 Studios is on deck with MLB 2000 




gain, 989 Studios looks like it wants to retain a sense of 
familiarity, so the developers have kept MLB 2000's game 


Ww : 


Total Control Batting and Total Control Fielding last year — this year, meet 
Total Control Pitching, an enhanced interface to make targeting the batter's 
box a iot easier and intuitive. 


mtTiiafirrr 


players now have actual faces through a 


a more realistic constructions 
photo texture-map. Every conceivable detail has been added to each of the IBBI 
league's true-life stadiums. 989 Studios is also going all out with options — 

Spring Training, Scouting Reports, and a detailed management mode where you 
can create, trade, and release players as well as sign free agents. 

Vin Scully and Dave Campbell sit in the booth to provide play-by-play and color com¬ 
mentary. To go along with the TV-style coverage, the camera will zoom in and cut to appro¬ 
priate angles on the field. 989 Studios hopes to have MLB 2000 out by the first pitch of the 
season, so expect a release in early April. 


A Yep, Griffey's in 
here, as well as the 
Seattle stadium. 




< Show that 
you deserve those 
big bucks by 
playing hard. 


A Grab the ball, hurdle the runner and 
go for the double play. 


A Stretch out and go airborne in a 
spectacular diving catch. 


A Play at the plate — can he hold on to 
the ball? 


Publisher Interplay 
Developer Interplay 


Release Date 2nd Qtr '99 
Type Sports 
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interplay tries to break into the bigs 


hen spring rolls around, 
there's one thing you can 
count on — baseball. Interplay 
Baseball 2000 will be the first one up 
< players at the plate, seeing a 

release during the sea¬ 
son's Spring Training. 

Interplay is dropping 
the VR Sports line and 
introducing the Interplay 
Sports line with this 


are 

motion- 
captured, 
right 
down to 
their 

stretches at 
the plate. 


A Just look at all the options Interplay's 
bringing to the plate. 


baseball title. Interplay went back to 
last year's VR Baseball '99, 
tweaked the already-solid game- 
play and gave the 3D graphics 
engine a major overhaul. 

As usual (and expected) in 
baseball titles nowadays, Interplay 
Baseball 2000 features the 
much-needed MLB and MLB PA 
licenses for the actual teams, stadi¬ 
ums, and players with their updated 
1998 statistics. You'll also find 
many gameplay options, including a 


Home Run Derby that follows the same 
competitive structure as the real contest 
used in the Pros. 

And who could ignore the inclusion of a 
create-a-player option to build the ultimate 
ball player? That's in here as well. Interplay 
certainly wants to be a major competitor in 
the crowded baseball field. We'll see how It 
can stand up to the big boys when it's 
released this March. 




A The game presents last year's sta¬ 
tistics in a very TV-style layout. 


A It's a familiar interface with a 
smoother presentation. 


An intuitive batting interface helps 
you belt one over the fence. 


















































































































































































































Publisher GT Interactive 
Developer Reflections 


Release Date June/July 
Type Driving 
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While we are not sure, 

we assume the roads will 

become slick during the 

times that is it raining. 
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► None of the cars in Driver are actual¬ 
ly licensed, but they look close 
enough to the real thing that most 
gamers won't even notice. 
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gets harder and harder to release a product into 
that genre that is truly unique and original. And so it comes 
with great surprise that GT Interactive and Reflections were 


► Yee-Haw! Now, play¬ 
ers can have the thrill 
of taking a bridge at 
80 mph without having 
to worry about damag¬ 
ing their own cars. 
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that lets you become a getaway driver, 
f::: Players take on the role of Tanner, an undercover cop 
who has been assigned to infiltrate a crime ring that spans 
four cities — New York, Los Angeles, Miami and San 


times; 


you, arrive too late and the mob is going to be after you, 
Picking up your passengers on time is only a small part 
of the challenge, though. You will have to figure out a way 
to get away, as well, which is a lot harder than it sounds. 


tail. 


traffic lights, cops on patrol and pedestrians, which makes 


damage, so it's best to steer 
clear of all obstacles. 

If you somehow manage to make it through the city in 
one piece, then you can get a crack at using one of the 
most intricate replay systems ever. Set up cameras wher¬ 
ever you want and you can create an intense chase 
sequence scene by scene. You will probably even be able 
to save these sequences to your memory card and show 
them off to your friends. 

Since we are all huge racing fans, the PSM staff is 
eagerly awaiting the release of Driver. It should hopefully 
provide a gaming experience that is completely new to the 
genre. And if that's not worth getting excited about, we 
don't know what is. 


However, don't assume that this is a Carmageddon- 
style game, where you can just run into people and get 
away with it. Quite to the contrary, pedestrians actually 
dodge and dive out of the 
way of you rear, which 
gives the game a sort 
of A-Team or 
cinematic "nobody 
gets hurt" feel. And, if 
you hit a wall or another 
vehicle, your own car will take 


► We remember w 
we used to spend all our time 
dreaming of being get-away drivers. 


back when 
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A Sometimes the better shortcuts require 
you going down unfamiliar alleyways. 
Hopefully, none of them will turn up 
dead-ends. 


A Relive those great moments from the 
Dukes of Hazzard, as you try to outrun 
the cops and keep your car in one piece, 


A Taking the corners sharply can give you 
extra distance from the cops and enable 
you to get away much faster. 


the action and make them feel like they 
are a part of the chase. 
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Due to the fact that Driver was developed by the company responsible for the 
popular Destruction Derby series, you can expect a lot of crashing and destruc¬ 
tion to the city. Your car will even reflect all the damage you cause to it. 
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▲ The only thing missing from this game, is 
the ability to slow down, wind down your 
window and pick up on passing women. Oh 
well, that's what the sequel is for. 


A Since there are so many possible routes to 
take, it will probably take players several 
times through a mission in order to figure 
out the most efficient way. 


A You will have to do your best to a Sometimes the quickest shortcut is 

dodge traffic. Hit too many cars and through someone's front yard. Let's 

the cops will catch you for sure. hope they have insurance. 
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A Perhaps hitting obstacles into the 
way of the cop cars will help to slow 
them down. 


A Here is another angle of the fence 
smashing. It's like Destruction Derby, 
but without the track. 




► This looks like 
trouble. Heading 
down the wrong 
direction on ai one¬ 
way street is one 
crazy way to get the 
cops off your butt. 


< There are going to be plenty 
of vintage cars to practice your 
driving skills with. 
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A We wonder if 
players will be 
able to take on the 
role of the cops 
and chase after the 
bad guys. That 
would be cool. 


A There is no cooler feeling that speeding 
through a tight alley at 1 OOmph and 
smashing everything in your way. 


A lot of development time was spent 
on making sure that each of the cities 
in the game were accurately repro¬ 
duced. Players will be able to notice 
famous buildings and landmarks as 
they drive by, as well as a lot of other 
extra details! 
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A Smoke effects and working traffic A Little things that we might not think 

lights add even more realism to Driver. about, such as skid marks, are present in 

Drive too fast and your hubcaps will even 
fall off. 
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A Try to get familiar with the roads 
before taking a night-based missions. 
Otherwise, it will be much harder to fig¬ 
ure out where you are going. 


A If you look closely in the screenshot, 
you can see the group of people standing 
in the open window near the doors. 

Little details like that are everywhere in 
this game. 


A Even at night, there are pedestrians 
walking along the street. You can't hit 
them though, as they will dive out of the 
way of your car. 


A Speeding through traffic can be a dan¬ 
gerous pro] 

attempted by expert gamers. 
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Publisher ASCII 
Developer ASCII 


Release Date March 
Type Game Maker 



WHWt 


HtP 01 
CHEST 01 
LHAND 01 
RHAND 01 
LFOOT 01 
RFCGT 01 
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The real depth of Fighter Maker comes from its cus¬ 
tomization mode which allows you to modify a fight¬ 


er's existing moveset or even create new moves of 
your own. 
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D fs probably happened to you. You're playing a fighting 
game and you think to yourself "Man, i could make 
better moves than whoever made this game". Well, now you 
have the opportunity! With ASCII's new Fighter Maker, you 
can customize the game characters to your heart's con- 
tent using the most thorough editor we've seen in a 
y^ijplk console product thus far. 

The base of the game is, of course, the fighting 
en 9* ne - Modeled to look like Tekken and its ilk, it 
unfortunately shows a bit of age next to the newer 
competition. While it isn't the most beautiful 
game in the world, it is fun and provides a good 
starting point for the real meat of the game — the editor. 

While missing a few key features (notably the ability to 
change the way that the character looks.), the editor in Fighter 


game accessible to novices. 

After modifying a character, you can save him (or Iter) to a 
memory card to fight against your friends. The custom battles 
that ensue range from the ludicrous to weirdly 


insane, 

depending on the skills of the builder, but it is all good fun. 
There are still some rough edges, but check back next month 
as we continue to cover this game as it gets closer to release. 


< ...or more distaff 
destroyers. It's ail up 
to you! 


'y'.'.V'VV 


tomizing every piece of every move on the fighters provided, 
or they can create their own from scratch. Every aspect is 
taken into consideration: you have full control over the cam- 

move. 


era, hit special effect, damage, and sound for each 
While it is possible to make incredibly complex moves (while 
first playing the game, a representative at ASCII pelted PSM 
with what can only be described as "the Macarena Attack".), 
the interface simplifies it as much as possible to make the 


▲ Daniel-San! The only way to beat the Cobra Kai is to create this 
Crane kick. "When used correctly, no can defend!" 


A Seem familiar? Skullomania, fresh from 
his stint in SF EX Plus Alpha, is here for you 
to play along with 19 other characters. 
Modify them to your whim. 


in the arena. How else are you gonna tell if you've made the ultimate fighter? 


A Here we try to recreate Lee's famous 
throw from Tekken. 


You can change your fighter's moveset 
down to the little details, like how he 
holds his hands. 


A There are lots of sound effects that yoi 
can assign to your moves to make them 
either silly or intense. 


A. You can modify the camera so that it 
gets the best view of the action during 
certain move. 
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Maker, you can 
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BACK 

RIGHT 
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A Throws can get fairly complicated 
because you not only have to program 
your character's moves, but also the 
opponent's animations. 
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▲ This character raises his opponent over 
his head for a high powered body slam. 
Can you say "Finish him?" 


A You can see what the computer A! 
thinking to help test your characters 
before taking them up against your 
friends' homemade maulers. 


A Sometimes the moves you make just 
look plain silly, but that doesn't mean 
that they aren't destructive. 
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an all-new 


And his Miss Adventures. 
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• All-new intuitive camera system guides you through hazardous 3D missions 
• Over 25 all-new disguises with new abilities like scuba diving and snowboarding 



All-new full-motion video link to Baywatch's Marliece Andrada starring as Agent Xtra 
• An all-new GEX spits fireballs, controls tanks, crocodiles, burros and more 

• Over 1,000 all-new celebrity impressions and wisecracks 


I 




eidosinteractive.com 

www.crystald.com 
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Awful to Cool. Obviously, you will want to 
stay on the cool side of things. 

Not many details have been released 
about the game’s multi-player aspects, but 
we assume that it will be handled in a 
"round-robin" format with each character 
taking turns. Possibly, the camera will 
focus more on the character that is singing 
the best. 

The challenge that Sony has in front of 
it is making sure that Um Jammer Lammy 
is both as innovative and unique as 
Parappa the Rapper was. The flat 2-D char- 

j acter designs are still here, 
.. // which is great. If the music 

■L' 5 . i 

rm f is just as catchy and the 
(§£/ gameplay just as addictive, 
y j then Lammy could very 
fr^Z2 well knock Parappa off 
;; of the charts and become 

a music hero all her own. 


fJJ Jammer Lammy as more of 

^ a side story instead of an actual sequel 
to Parappa the Rapper. The reason being 
that everyone's favorite hip-hop hero, 
. Parappa, only makes a brief cameo 
appearance. Other characters from 
A the first game, such as Katy Kat, will 
J also be showing up along with sev¬ 
eral new friends. However, this time 
around, the main focus is on Lammy, a 
guitar playing lamb, who's a lead member 
of the rock band, MilkCan. 

Players can expect that the w 
gameplay in Um Jammer will bare \ 
a striking resemblance to that in V ft 
Parappa. Basically, your opponent y\j 
will sing a line of a song and you will \ 
have to repeat that line or the 
next one. How you do this is by 
hitting the corresponding but- ^ 
tons that appear on-screen. It's basi¬ 
cally a "follow the leader" or ^ 
i "Simon Says " kind of format. It 
| sounds simple, but it gets tough 
I really quickly. To gauge how well m 
J you're doing, the game has a meter ™ 
on the side of the screen that goes from 


A The star of the game is Lammy, 
who's just your average, guitar- 
slinging, uh **• lamb... 


▼ "Jump, kick, it's ail in the mind...' 
Oh yean. Chop Chop is back, but he 

wear. 


is looking a little bit worse for 


is back. This time 


<4 Katy Kat 
she plays bass for MilkCan 
Lammy's band. 


mm* 


There has been little information 
revealed about the new characters 
that are appearing in Lammy, but you 
can assume that there will be several. 
Here is but one of them: 


A If two players choose the same character to 
play as, then the second player gets a black 
and white version of that character. That way, 
you can tell the difference between them. 


A Looking up at the building, our fire 

someone is 


fighter friend notices that 
trapped. What can he or Lammy do 
to help? That's right — rock! 




fetOOPM 

and please visit 
PapaMa’s Chtnese Pharmacy 
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A It you took closely, you can see Katy 
over on the right. We wonder how 
much of o prominent role she will play 
in this game. 


Publisher Sony CEA 
Developer Sony CEI 


Release Date TBA 
Type Music Dame 
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a It looks like this new character is a 
fire-fighting dalmatian. Lammy gets 
to help him out in one of the 
game's stages. 

_ 


A Chop Chop gets jiggy with it, and 
shows these youngsters some 
surprisingly fresh new moves. 
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a Don't ask us what's going on here. This is 
probably one of those "high on fumes" surreal 
visions that Parappa characters — and our 
Managing Editor, Bill — have from time to time. 


A Here's a cool ad for MilkCan. You 
know you've hit the big time when 
you have print advertisements for 
your band like this. 


























































































































































































































Red fights wi/f be run. 




wi/f be totaled. 
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<4 Honda vs. DeeJay 
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Publisher Capcnm 
Developer Capcom 


Release Date April/May 
Type Fighting 
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It wouldn't be 
much of o Street 
Fighter game if 
Ryu wasn't in it. 
This time around, he's 
even got some new attacks. 


A Every time a character executes a 
super move, a cool-looking shadow 
effect appears behind them. 


; fil‘flf hile we have covered Street 
Fighter Alpha 3 several times 
in the past few issues, we were unable 
to get very much into detail, until now. 
With a playable version in hand, PSM 
can now give you the full scoop on what 
looks to be the most impressive PlayStation 
fighting game ever. 

What should excite Street Fighter fans is 
the fact that Alpha 3 contains so many 
modes and secret characters — so many, 
in fact, that it will probably take months to 
discover them all. Most of these hidden 
features are unlocked by playing through 
the game, but several of them are time- 
released. Still others, such as the 
World Tour Mode, are immediately 
available when you start the game. 

Easily one of the most innovative modes to 
be included in a fighting game, the World Tour 
Mode lets you select a character and take them 
on a global fighting championship. Each loca¬ 
tion on the world map represents a particular 
challenge. This challenge could be just a 
regular fight or something more 
extreme, like a survival match, where 
you have to take on four other charac¬ 
ters at once, Survive the challenge and 
you are awarded with points that can be 
used to strengthen your character and 
customize their isms. You can also earn 
other bonuses, such as automatic air 
blocking or an improved defensive rat¬ 
ing. On top of ail that, you can take your 
"enhanced" character and challenge 




them against 
other players' 
characters. 

Whiie details 
are still sketchy, 
there is a good 
chance that Alpha 
3 will take advantage 
of Sony's upcoming 
PocketStation PDA. Basically, 
players will be able to download their favorite 
Street Fighter characters into the PDA and raise 
them like a Tomogotchi. This is certainly a first 
for this genre. The only problem is that Sony is 
not quite sure what its U.S. plans for the 
PocketStation are right now. Ano because of 
that, Capcom is forced to delay the release of 
the game. 

We certainly hope that the game will 
include the PDA support, but even if it doesn't, 
Alpha 3 will still probably end up being incredi¬ 
ble. We are extremely excited about this title 
and feel that it will bring a lot of innovation to a 
genre that has been stagnant for far too long. 


A Just like in the King of Fighters series. 
Alpha 3 has a mode where you can 
form a team of three characters and 
take on another character's team. 


: Almost all the characters have 
received new, higher detailed back¬ 
grounds. Some of them even have more 


Throws are now executed by hitting two punch buttons or two kick buttons. If you 
miss a throw, your character will pause during the animation and give your opponent 
time to attack. 
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is stili unsure if it 


version 


thought we would give you a sneak peek at it anyway. 
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▲ Even 
-f after 
countless 
defeats, M. 
Bison always 
returns to 
strike again. 


Here are a couple screenshots of the a 
game. Each character has a specific mini 
to increase their stats. _ 


This is the menu screen where you 
:hoose which character you would like 
iownload to the PocketStation. 
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< Sagat has been 
practicing his Muy-Thai 
kickboxing skills 
and hopes to take on 
Ryu one last time. 

Will he win? 


interesting feature tnat allows you to customize your character as you compete 


The World Tour Mode is an 
against the other Street Fighters. After selecting a character, you are presented with a world map that has 
several location points on it. As you defeat each location, more and more locations are revealed and you move 
one more step up the competition ladder. 
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A Here is a look at the basic world 
map. There are only a couple of loca 
tions available at this time, but more 
are revealed as you progress on. 


A A lot of the location challenges are 
just regular fights you would normal 
ly see in the standard arcade mode. 
You just have to win two rounds. 


▲ Sometimes, you will have to take 
on multiple opponents, which is a bit 
more difficult. They have multiple 
health bars while you only have one 


► Sakura hasn't really 
changed that much for 
Alpha 3, but she is 
faster and a little bit 
more powerful. 








rife: 


A After defeating each challenge, this 
screen will appear and tell you what 
you have earned. Most often you will 


▲ Here is the option screen that 
appears before you fight at each map 
location. You can adjust a lot of 
options here, including your Ism Plus 
and Power Balance. 


a Other times, your opponent can 
only be hurt by being hit with a Super 


Combo attack. Your challenge is to 
have more health than they do when 
the timer runs out. 


be awarded with a level increase or 
stronger "Ism". 


One of the first hidden 

•- 

be revealed is the Sum 
You unlock it by piayir 
the World Tour Mode. 


After each match, you can see your 
progress and get a tally of how many wins 
and losses you have had. 
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Publisher Square/EA 
Developer Square/Dream Factory 


Release Date May 
Type Fighting 



April 1333 
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ince we pretty much covered the main aspects of Ergheiz in PS M's March 


issue, we 


a little more detail 


about game's Quest Mode. Titled the Forsaken Dungeon, the quest mode puts you 
into the role of either Matsuda Koji, a professor or archaeology, or Clair Andrews, 


one of his students. 

While similar to the Quest modes in Tobal No. 1 and Tobai 2, the combat in 


Ehrgeiz has been simplified. There is now only one real attack button instead of three, 
but a special spell button has been added. Depending on if you simply tap it or hold it 


< Claire is a student 
of archeology, who 
is searching for 
an ancient artifact 
of immortality. 


down, 


your character is equipped with. Other spells can be acquired as you 
explore further into the ruins. 

The status screen has been enhanced quite a bit since the 


release of the Toba/series. It keeps track of a lot more information and 
gives the player a better idea on the condition 


of their character. Just like in a typica 
RPG, you can check out your attribute 
points, equip and unequip items or 
weapons and restore your health. 
This comes in especially handy 
further along in your quest. 

You can expect more 


and a full-length review in 
month's issue. 


Unlike most other games, the dun¬ 
geons in Ehrgeiz have multiple ways 
to enter, 'he easier monsters are near 


the top entrance. 
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Virtually every time you kill a monster, it 
will leave behind an item or weapon. Only 


pick up the stuff you need or your invento¬ 
ry will quickly be filled up. 


Your character will start 
glow a special color 
whenever the are in the 
process of casting a spell, 
fou can only cast spells if 
you have enough spell 
points, though. 


ret 


A strong shield is a useful 
item as it can help to protect 
you from multiple enemies. 
Also, the stronger the shield, 
the less likely a monster can 
destroy it. 


Publisher Eidos Release Date March 

Developer Crystal Dynamics Type Actian/Platform 
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here hasn't been any new info released 
about Gex 3, but we thought that we 
would go ahead and show some new screenshots 
of the various levels. There is a lot more variety 
here than there was in Gex 2, which should make 
a lot of players happy. However, aside from that, it 
looks like the game is going to look and play pretty 
much like the previous sequel. 

At the start of each level, players are once 
again presented with three objectives that must be 
completed before the level is considered "fin¬ 
ished". However, there are a lot more branching 


■M 




points for each area, so the 
game should be a lot less 
linear. Also, it seems 
that the level bosses 
are a lot more interesting 
and require a bit more thought 
to destroy. 

It seems that Gex 3 will be a lot better than 
Gex 2, but who knows? Let's just hope that 
Crystal Dynamics doesn't fail into the Eidos 
trap and release a sequel that is only a minor 
improvement over the original. 
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A This is one small step for mankind, but 
one giant leap for intelligent, smart- 
mouthing, bipedal geckos. 


If I only had a brain, then I could 
probably figure out how to defeat this 
evil Wizard of Oz. 


» Yup, I reckon there 7 s gonna be a 
hangin' today. I wonder just who the 
lucky varmit is? 


< When Gex 
was in 
Egypt's 
land... let my 
I gecko go. 
Man, Gex 
really gets 
around the 
world. He 
must have 
a tan of frequent 
flyer miles. 
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Next party, lose the pmata. New Point Blank™ 2 allows up to 8 of your gun-crazed pals to unload on o 
70 wild and wacky shooting scenarios - from fish and fowl to ninjas and gangsters. Blast through an all 
Arcade Mode, Theme Park Mode, Endurance Mode - plus a VS. Mode for the perfect head-to-head 
(no pun intended) party game. Point Blank 2. Time to get pistol whipped. 


new 


PlayStation 
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CONTENT RATED BY 

ESRB 


Point Blank™ 2 6 © 1994 1997 1998 Namco Ltd. All Rights Reserved. PlayStation and the PlayStation 
logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of 
the Interactive Digital Software Association. Guncon™ 5 © 1996 Namco Ltd. All Rights Reserved. 


Guncon for use with software that displays the Guncon icon 
Point Blank™ 2 sold with Guncon and without. 
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Pro 18: World Tour Golf is the biggest thing to hit golf since titanium 
clubs. Unrivaled attention to course detail and TV-style coverage make a 
perfect foursome when combined with some of the hottest pro players and 
our groundbreaking 4-click swing system. Tee off on some of the world’s 
greatest courses including Royal County Down (Ireland), The Lost City 

(South Africa) and Coeur d’Alene 
(USA). Piqued your interest? 

For a free demo check out 
www.psygnosis.com/pro 18/. 

And while you’re there, find out 
how you can win a real trip 
to The Coeur d’Alene Resort. 



Pro I 8’s 3rd hole, Coeur d’Alene 



Actual 3rd hole, Coeur d’Alene 



Honesrjy, if you're playing the course and 
you're playing the game, there is no difference! 



—Bill Reagan, 
General Manager, 
The Coeur D'Alene Resort 
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Publisher 985 Studios 
Developer 989 Studios 


Release Date March 
Type Racing 
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Tracks go 
through 
different 

j* 1 

areas of the 
city, so there 
is a load 
of variety. 
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engine allows J|fp3i 
structures that are 
far more complex 


■A Pull back and go for the flip! Unlike 
real life, if you mess this one up, you 
can get up and keep racing! 
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▲ WooHoo! Check out the 360 degree 
spin! Make sure you land while facing 
forward though or you'll be eating 


«T 

Now you 
can be 

extreme, too, 
right down 
to the 

goofy haircut! 




has its own streri 


Blaster each one 
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▲ The skateboard is very maneuverable, 
but it isn't necessarily the fastest way to go 
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he original Xtreme games (now re released as 
IXtreme in the Greatest Hits lineup) was one of 
the few launch titles for the PlayStation in the US and, 
while it wasn't the greatest game ever, it managed to keep 
gamers entertained with its combination of fast racing and 


your jumps carefully so that you don't wipe 
out when you land. 

The biggest noticeable change from the 


beat 'em up action. Unfortunately, the second outing for 
the series, 2Xtreme, didn't play too well and the series was 


series is the move over to 3D characters. Instead of the 
odd mix of polygons and sprites that the series has thrived 


▲ Rollerblades are fast, but you'll want 
to buy the best pair you can to gain 
maximum maneuverability. 


soon forgotten. Now, 989 Studios is back with the third 
installment and it looks to be a winner. 






Gameplay consists of racing and fighting on 22 (!) dif¬ 
ferent extreme courses against opponents, earning money 
to upgrade your vehicle so that you can eventually race for 
the championship. There are 12 different characters to 


on in the past, 989 has now brought the game over into the 
modern generation. This means that characters look far 
more lifelike than they have before and they all have been 


choose from and three different ways to race, including 
biking, skateboarding and roiierblading. Of course, each 


motion captured from professional Xgames athletes, so 
they animate very well. 

With several new features, plenty of new tracks and 
the requisite two player mode that made the original such 


character has their own individual stats on each of the 
three ways to race, so you can specialize to your best way 
to race. The best part of the game 
comes from the ability to beat up 


a blast to play, 3Xtreme looks to be well on its way to 
becoming a great new start for the franchise. 


other characters while you race. In a 
strange twist, while beating up other 


▲ With an upgraded bike, you can catch 
some serious air from the many jumps on 
the track. 


players is still fun, you now can only 
punch competitors on either side of 


button normally 


reserved for kicks is used for pulling 


m v • 








A Hop on a rail and slide your 
way to some easy cash. The true 
3Xtreme master knows how to 
combine tricks with money for 
maximum scoring possibilities. 


and 


the 


you 




compete against the top racers. 
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Go through gates to pick up 
money so you can buy some 
new equipment. Without some 
new stuff, you'll never be able to 






































































































































































































































































































































































Publisher Crave Entertainment 
Developer Genki/Studin Ghibli 


Release Date July 
Type RPG 



April 19 9 3 
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npf% ith the in-house developed 
l^te# Shadow Madness nearing 
release, Seattle-based Crave 
Entertainment has made a second move 
to show its seriousness in entering the 


Levant during combat and puts a unique 
spin on traditional RPGs. 

Visually, the game is stunning, with 
completely polygo¬ 
nal characters and 
beautifully preren¬ 
dered back¬ 
grounds, Controls 
mimic those in the 


► Mavoo proves once 
again that all a sor¬ 
ceress really needs in 
life is a good hat... 


rights to Genki's Jade Cocoon: Story of 
Tamamayu, Crave plans on creating itself 
as a premiere force in the role-playing 
market (a la Working Designs) and US 
gamers should greatly benefit. 

Jade Cocoon uses distinctive charac¬ 
ter designs by legendary talent, Hayao 
Miyazaki (Nausicaa f Kikis Delivery 
Service , Princess Mononokej, and pairs 
him with the director and conceptual 
artists of the aforementioned films, 
Katsuo Kondph, to create an RPG like 
none other. Following the adventures of 
a youthful warrior named Levant, players 
must use special powers to protect 
his hometown from the impending 
invasion of the Onibubu, or the Swarm of 
Destruction. The Onibubu looms on the 
horizon as a huge hoard of insects 
threatening to destroy the town and enve¬ 
lope the land. As the son of the town's 
fabled Cocoon Master, Levant must 
develop his inherent skills and travel the 
land seeking out neighboring masters for 
advice and treasures. 

Levant's cocooning abilities are solely 
used in battle. With the help of his trusty 
Ocarina, Levant is able to incapacitate sin¬ 
gle enemies and capture them in a pod- 
^ like cocoon. Back at the village, play- 
mk ers are able to use the powers of 
IMk Levant's young wife to combine 
^-M;A the creature with other stored 

r v •_ 

-mM enemies. The process results in 
: ^SII a new breeds of monsters 
which can be used to help 


Resident Evil series, 
but the intricately detailed environments 
and perfectly animated characters are 
guaranteed to show off what the 
PlayStation can still achieve, even in 
its fourth year. With great character B 
designs and an innovative spin on jfl 
combat, you can be sure that PSM jjjjj 
will be covering more of the game H 
until its release in July. fl 


LI® M| 




► ▼ The temple outside of town offers 
multiple branching paths, which lead 
off to the dens of monsters and 
Cocoon Masters who will help Levant 
on his treacherous Journey. 


► Monsters 
appear on 
the screen 
and can be 
avoided if 
the player is 
in no mood 
to fight. 
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Capturing enemies and combining them 
with others lies at the heart of the game. 
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A Monsters and enemies can be corn- 
real time to create new breeds 


A With his handy ocarina, Levant is 
able to charm enemies and capture 
them in cocoons. 


A Combat is turn-based and allows play 
ers to utilize the standard commands in 
addition to the cocooning features. 


A With prerendered backgrounds and 
polygonal characters. Jade Cocoon makes c| 
bold step past Final Fantasy VII in terms of 
detail and design. 


bined 
of allies -or battle 


A Anime master Hayao Miyazaki lent 
his impressive skills to design the 
characters for Jade Cocoon , 


A With movies like Kilci's Delivery 
Service and My Neighbor Totoro und< 
his belt, director Katsuo Kondoh tries 
his hand at videogames. 


A Mavoo, the sorceress, plays an 
important role in helping Levant devel 
op his cocooning skills. 
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Realism is a key factor in Monaco Grand 
Prix, so with this in mind, its developer 
has made tuning your car an essential 
factor in winning each race. 


V 

. . . 




: = <r . f 


: ' ■': ••• 
I '■ ’% 

IS vW rdP. 

I S' ?‘ - ‘M§ 
f w 1 j'i.tt-Vn fttyi r i 






rj 3 S*SH 




, ■ 




'!! ■ LUI"!L 


1 1 11 11 1 

' 


m ti 


TJ(Wl»ffliV£« 


••■v. ««* 


-•■-.-I 

■ 

•p.i : cT*7r- v* r - . •: • -r v 1 

I 

V O >2 

Iw U 


O ilied as the most challenging jMHKj 
racing simulation ever to hit a con- 
sole, Ubi Soft's first go at recreating the gruel- 
ing sport of Grand Prix auto racing on PlayStation, 
Monaco Grand Prix, looks to be off on the right foot - or was 
that wheel? Going straight to the authority, the game's 




a Track conditions are displayed before 
each race so that tire and spoiler settings 
can be changed accordingly. 


a Looking for 
racing realism? Then 
look no farther than 
Monaco Grand Prix. 
ft's the real deal. 


locales. Six play modes are on tap, 
including a straight arcade-style 
game, time attack, championship 
circuit, and a ghost mode in which 
to compete against a replay of your best race. On a more 
technical note, Ubi Soft has pledged that the game will run 
at full frame-rate with 22 cars on-track simultaneously. Link¬ 
up fans will be happy to hear that full support for the sel¬ 
dom-used link cable is in the cards. Two PlayStations to be 
linked together, with two players racing on each console via 
a split-screen display. 

With such attention to realism behind it, Monaco Grand 
Prix stands ready to give the rest of PlayStation's profes¬ 
sional racing simulations a run for their money. From what 
we've seen so far, it just might leave them idling at the 
starting line. 
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Monaco to make sure that all 


its courses, cars, and 
white-knuckle challenges are as realistic as possible. 

Realism is the ultimate goal in Monaco Grand Prix, 
according to its designers. This in mind, they have focused 
first and foremost on creating an advanced physics model 
that is touted as the most true-to-life of any PlayStation rac¬ 
ing game. The result: cars flip and spin out, shrapnel flies 
wildly, and real-time deformation of cars occurs all as it 
should in a real road race. Weather effects, sparks, and 
smoke are also being implemented in a further effort 
to boost realism. Other touches, such as real professional 
racing rules and strategies, are sure to spice things up 
even more. 

Beyond this, the game promises no less than 16 cours¬ 
es on which to race, ail modeled after real Grand Prix 


iiDsr/ rani 




4 Every car has several key areas that can 
be tuned and changed, from suspension 

settings to tire types. 




■: Several play 
modes are pre 
sented, from 
the grueling 
championship 


circuit to this 
™ time attack 

trial where you 
can race 
against a 

"ghost" represent¬ 
ing your best laps. 


► Things are a bit 
easier in the arcade 
mode, but here 
you'll have to deal 
with time limits 
and checkpoints. 
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-■i Who said it's 
always sunny at the 
races? Hit the track 
in the rain and the 
effect is great 
looking, but 
accident prone. 


a Up to 22 cars can be on-screen at once with no slowdown. If you 
actually navigate between all of them, you're a real pro. 


ik More than two dozen courses appear 
in the game, including winding, hilly, 
densely-populated Monaco itself. 






-V" 


•: 'v/.' 




,, ,'Yij 


A Five viewpoints can be switched 
between on the fly, including in-cockp 
nose-cam, rear-view, and two behind 
the car. 


paid keen attention to every aspect of 
racing physics, from spin outs and colli¬ 
sions to flying sparks and debris. 


\ Hit another car or fly off the road and 
you'll soon be kicking up sparks, shrapnel 
and lots of grass. 


Slipstreaming behind your opponent and 
quickly swinging around them works just 
like it's supposed to. 
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A Prepare to be challenged and 
outsmarted, until you get a handle on 
each dragon's weakness. 


▲ Each fight promises to be a breathtaking 
encounter featuring fully polygonal bosses 
to deal with. 
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horizon, Namco gears up its '99 lineup with a 


chises to deliver one of the more interesting offerings in 
the action genre. Dragon Valor, an offshoot from the com¬ 
pany's 8-bit title, Dragonbuster, gives players a peek into a 
world filled with damsels in distress and majestic, polygo¬ 
nal dragons. 

There are two major focuses implemented into game- 
play which seek to differentiate Dragon Valor from the slew 
of action titles hitting the PlayStation: a much-touted 
''Descendant Transmission System", as well as the formi¬ 
dable challenge of facing off against a succession of mas¬ 
sive, unique dragons. Taking place in a completely three- 
dimensional world, players become the sword-wielding 
hero who must seek out each dragon, while solving puz¬ 
zles and collecting various forms of weaponry and power- 
ups in order to prepare for each showdown. 

When the time comes, the battle against each dragon 
becomes progressively more challenging in that each boss 
harbors a hidden weakness and attack pattern entirely 
unique to the fight. It's then up to the player to discover 
how to progress or defeat the dragon by gathering clues 
and items to use in the fight. Victory leads to the end of a 
stage, which signals one of several different points in the 


game where the hero must choose his mate from a 
few choices. Depending on which damsel is chosen as 
the hero's betrothed determines the abilities, as well as 

. : : r V: /“ r .. : . .. ... v ‘• • • ’. ». . 

the quest of their offspring, and sets the next stage of 
the game in motion. This "Descendant Transmission 
System" may call to mind the slightly similar branching 
storylines of games like Phantasy Star III on the Genesis, 
but with Namco at the helm, gamers can expect more than 
a few surprises. 

With a new take on the action genre, Dragon Valor 
promises to up the ante on graphics and storyline by imple¬ 
menting role-playing elements into the mix. With Namco's 
excellent track record on the scoreboard, Dragon Valor is 
shaping up to be one of the more innovative and immer¬ 
sive titles on the release list for '99. Well keep you posted 
as to a release date and more details as they emerge. 


i u IN 


It's not all just action and sword fights, 
Dragon Valor has its fair share of puzzles 
and exploration. 


k- Namco's 
expertise in the 
area of graph¬ 
ics promise to 
make Dragon 
Valor one of 
the best look¬ 


ing games on 
the PlayStation 
in '99. 


A Unique character designs and clever dun¬ 
geon layouts ensure a great trip through 
the countryside. 


.. Searching through towns and build¬ 
ings give Dragon Valor more than its 
share of RPG features to balance out 
the action. 




: Interacting with townspeople will 
play into the choice you will ultimately 
have to make at the end of each stage 
when choosing a wife. 


A Battling enemies and traversing mazes 
lay ahead of adventurers seeking to 
save the girl and banish the dragon 
on each stage. 


A A massive 
world 
awaits the 
explorer and 
promises to 
[| provide 
several 
different 
routes 
|J through 
the game. 




&±sf \,\ 


y Combating 
enemies in 
dungeons 
and certain 
mazes will 
reward the 
player with 
items and 
access to 
new areas. 
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IlhRD listed on the coupon 


Please read all directions 
completely. Incomplete orders 
will be returned. We can only 
ship your free game when the 
following items are received: 


• This coupon, with all 
information filled in 
completely. 


• Original dated sales 
receipts(s) for the two 
Capcom Fighters Edge 
games you have purchased 
between February 1,1999 
and April 30,1999. 


• Proof-of-Purchase barcodes 
located on the back of game 
packages. Note: you will 
need to pop the jewel case 
apart and cut out each 
barcode. Tape them to a 
sheet of paper. 


Requests are filled in the order 
in which they are received. 
Choice of free game subject to 
availability. Free game choice 
is limited to titles listed. No 
substitutions allowed. Order 
must be postmarked by May 
31,1999. Orders after May 31, 
1999 cannot be honored. Limit 
one order per household, Offer 
does not apply to used goods 
purchases. 


•Check or Money Order for 
S5.00 shipping and handling 
per order. 


r 



I'M ALREADY SIGNED UP AS A FIGHTERS EDGE MEMBER ^ 

PLEASE SIGN ME UPAS A MEMBER OF CAPCOM'S FIGHTERS EDGE. (NO PURCHASE NECESSARY) 


MAIL ALL ORDERS TO: CAPCOM FIGHTERS EDGE 2 FOR 10FFER 475 OAKMEAD PARKWAY, SUNNYVALE, CA 94086 

Please aHow 8-10 weeks delivery. This offer cannot be combined with any other offer. Offer valid only in US and Canada, Offer void where prohibited by law 
Recipient ts responsible for any taxes or duties that may apply. Incomplete orders w ll be returned. Capcom is not responsible for lost or misdirected mail Sales 
receipts will not be returned unless recipient includes a self addressed, stamped envelope Sony Computer Entertainment America takes no responsibility 
for this offer. 'Street Fighter Alpha 3 subject to game release 


o 

% 

urn 

>• 

_g 

c_ 


www.capcom.com 


you gel a FREE Capcom Game in the Mail! 


© CAPCOM CO., LTD. 1999 © CAPCOM U.S.A., INC. 1999 ALL RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. Fighter's Edge ® is a registered trademark of GamePro magazine, the official magazine sponsor of the Capcom 
Fighters Edge promotion. Reproduction of the Fighter's Edge name/logo in whole or part without written permission by GamePro Magazine is prohibited. All Rights Reserved. PlayStation and PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Sony Computer 
Entertainment America takes no responsibility for this offer. 


PLEASE MARK THE TWO FIGHTERS EDGE GAMES YOU HAVE PURCHASED FROM THE FOLLOWING UST: 

Please in c ube appropriate proof-of-purchase barcodes located on the back of the box and the original dated sales receipts + Check or 
Money Order for S5.00 shipping and handling per order. Limit one order per household. 


_ Rival Schools 

_Street Fighter Alpha 3* 

_ Street Fighter Collection 2 


_ Street Fighter EX 
_ X*Men vs. Street Fighter 


Darkstalkers 3 
MSH vs. Street Fighter 
Pocket Fighter 


SELECT YOUR FREE GAME: 


_Breath of Fire III 

_ Buster Bros. 

_Darkstalkers 

_Darkstalkers 3 

_ Marvel Super Heroes 


Resident Evil Director's Cut 
Star Gladiator 
Street Fighter Alpha 
Slreet Fighter Alpha 2 
Street Fighter Collection 


Street Fighter Collection 2 
Street Fighter EX 
Super Puzzle Fighter 
X-Men vs. Street Fighter 
20 Fighters Edge Points 
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Name 


Address 


State Zip 


Apt.# 

Ph# 
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SM has acquired the exclusive scoop on Accolade's new big gun in its 


thing except for the checkered flag. M 
Lastly, a Career Mode has been added, ^ 
where you compete in over ten differ- | 
ent leagues to earn cash to buy new H 
vehicles and more advanced leagues. H 
Like the earlier DD games, all the H 
cars will feature damage as they crash fj§ 
into things and are crashed k 

into. Cars will lose doors, 
hoods, wheels and get 
dirty during the course j^gg: : 4^ 
of a race and their // //$ m| 
performance will 
reflect this. 

Eventually your 
can take on so 

much damage that II^WH 

your race is over. They're 

considering making the PI||flpB1811« 


MW 


dreams. Several of the senior programmers from Destruction Derby 1 and 2, who 


iy 2 during their stint with Reflections. Their first projects since leaving 
Reflections were the two latest very successful Test Drive games, 
which is what Accolade acquired them to do. All the while, however, 


^ilBP green light and what a game they are getting together! 

Demolition Racer is extremely early in its development, but many of the 
new innovations are beginning to be implemented. At the core is the traditional mix 


A Most course are promised to 
be dynamic in some way. For 
t example/ jets will take off 
and land during the V 
Ik course of the race on 
fflMlfltii the aircraft carrier. 


we have yet to experience in a 
i Racing, where coming in first 


4 Losing a 
wheel will be 
no reason to 
stop 

k thrashing 
H in 

M Demolition 
1 Racer. 


cars bash each other until one is left running. Suicide Racing will be where half the 


ed by damage an option 
which can be turned off or jS 
on. Judging from the argu- ,;||||l 
ments we've had about the 
issue in the office, it will be ] 
much appreciated by at least half j 
the gamers out there. One cool J 
new addition is the one hit kill. If ™ 
you or an opponent land on top of 
your car or another car's roof, the 
car will be instantly destroyed. Eve 


3fW 


Ifuftnrmim 
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the race, they will remain on the roadway as ^1 | | - , 

obstacles, along with the car doors and other parts ^1 . . 

that may have fallen off in the frenzy. SB 

Pitbull is promising that there will be 16 cars in every race, ensuring that you will 
always be battling someone. One major feature that never made it into DD1 or 2 




Drive graphics engine. Two-player modes can be played both cooperatively and in a 
head to head mode and is promising to be even more of a smash 'em up experi¬ 
ence than the link mode ever was. Another area never fully realized by DD2 was the 


■i ft?: 


win the game. Now the scoring system is simple multiplica¬ 
tion, multiplying the place you finish the race in by the 
amount of damage you caused to other cars. In DD2, you 
i just turned your car around and drove into the race leader 
I to win, but in Demolition Racer ; it will be perfectly clear 
I that you need to both finish well and cause massive 
■’ damage to win. As you can tell, the PSM crew are a bit 
! giddy about this one, but it still has a long way to go. 
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^ You will be able to tell when 
black smoke; 


a car is crippled as it will spew 


mawm 


mm 






Beside the many circuit tracks in the game, 
there will be several bowl courses. Early in 


Insane 


Dut later on 


. 
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A This bowl appears to be pretty bask/ 
but will surely feature lots of bumps 
and jumps. After all/ sometimes you 
just need to get back to the basics. 


a favorite spot for illegally racing your 
car or so the movie "Grease" would 
have you think. 

........... .... > .... . . . 


A This simple bowl must be the first 
you get to compete in as the others are 
much more innovative. 


A This bowl arena is set in a construc¬ 
tion yard. There will be tons of objects 
around to smash into. 
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One track is set in a spiral parking 
garage, white another is laid out on an 
aircraft carrier. 


are the "over the top 


course 
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▲ This is a more traditional speedway, 
complete with banked turns. You can still 
smash into people, though. 


▲ This track design is still under construc¬ 
tion, which adds to the excitement of rac- 

*_^ 

mg on it. 




... . . m , J . ‘ I ■ .’s 







■ r 
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Y The graphics are 
starting to be imple 
mented, but they 
already look great. 
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▲ Part of the fun will be to keep 
going even though your roof is 
on fire and your steering pulls to 
the right. 


:V ■ 


.■■■■ 




It appears that the exciting pile up 
at the beginning of the arena battle is 
back from the previous Destruction 
Derbies . At this point, all the cars are 
nondescript considering that no car 
company will ever want to have their 
car in a game where the point is to 
destroy it. 


▲ You will be able to race in a variety 
of different weather conditions, like 
this snow. You will also be able to 
change the time of day to night. 


are 


This is a good spot to try 
to jump onto an opponent's 
car's roof, sending them out 
of the race. The one hit 
feature is one of several 
new innovations. 
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There are 13 points on each car that can 
! be affected by impact. Players will have a 
| damage meter telling them how much 
j and where their car is taking damage. As 
parts of the car become worn, they will 
fait off. 
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▲ You start the race with a nice clean 

driving machine. | 

I 





▲ As you race around, crashing into oppo¬ 
nents, the damage will start to show and 
you will feel the effects in the handling. 


▲ Keep bashing your car in the same spot 
and you will catch on fire and eventually 
completely break down. 
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PROTECT CBDC 
BOMB SQUAD 


April 1339 
psm, tgn.com 


OBJECTIVE #3; PROTECT CBDC BOMB SQUAD 

Once inside the bank, you'll see a flak jacket on the left 
side. Decide if you need it. You probably will after this 
next room. Enter the big room of the bank and see the 
CBDC agent running towards the bomb. Your job is to 
protect him while he defuses the bomb. You will be 
attacked by as many as five enemies. After defusing 
the bomb, you can proceed to the adjacent room. 
There you can find M-16 bullets and, in the dark, you 
can find grenades. Now head for the Subway. 

OBJECTIVE #4; TAG BOMB IN TERMINAL 

Run down the ramp of the subway. If you are in need 
of armor, a flak jacket is hidden in the dark at the bot¬ 
tom of the ramp. Find the gate to the subway and 
enter. Once inside the subway, cross the tracks on the 


OBJECTIVE #5: ELIMINATE RHOEMER 

Run down to the other end of the lower terminal. The 
bomb is on the center island. 


▲ Washington D.C. Georga Street 


A Subway Ramp 


right. Go to the right 
and run down the tun¬ 
nel. On your left will be 
a door. Go inside and 
jump over the concrete 
wall, where you will 
find an M-79 grenade 
launcher. Jump back 
over the wall and run to 
the other side of the 
room. You will find 
Grenades and a 
flak jacket. 
Return the way 
you came and 
cross the track 
and cross the 
other track. Run 
to the right and 
locate the 
bomb. You'll 
find the bomb 
in the middle of 
the sidewalk. 
Cross both sets 
of tracks again 
and run to the 
left. At the end, 
you will see a 
door with a "no 
exit" sign over 
the top. Enter 
and run to the 
— left. In the dark 
is a switch to 

activate the elevator. Get on the elevator and go down. 


A Subway Upper and Lower 


A Stand to the left of the door. Use snipervision and R2 to 
peek around the corner. 


OBJECTIVE #1: ELIMINATE KRAVITCH AND 
DESTROY HIS COMM. ARRAY 

Kravitch is located in the bar. His Comm, array is 
in the same room. Remember to check behind 
the bar. You will find a shotgun there. 


OBJECTIVE #2: TURN OFF POWER TO 
TERMINAL SECURITY DOORS 

Return the way you came. This time, go 
through the room blocked by the crates. Kill 
the enemy and shoot out the window. Climb 
out the window. At this point, another objec¬ 
tive is added. Following the alley on the left 
will take you to a street where you can find a 
sniper rifle and a flak jacket. Go back through 
the alley, instead of the window, and go 
through the chain link fence. Shoot the pad¬ 
lock to open gate. Activate the elevator. At the 
bottom, use your flashlight and find the power 
switch to the subway security. Return to the 
surface and go to the vacant bank. 
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Syphon Filter 


| n the surface, this may look like the first of mt 
Metal Gear Solid clones, but Syphon Filter has 
own unique take on the emerging secret agent 
action genre. With weapons like the Taser, M-79 Grenade 
launcher and a myriad of machine pistols, you can wreak 
much havoc while removing key opponents with pinpoint 


guide 


the Luorld 


can seem 

finding a needle in a haystack, however. 
Thankfully, we've gone through the entire game 
and have detailed every objective, step by step, 
you can look like a pro right off the bat. Plus we 
you tips on using every weapon in the game. 
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OBJECTIVE #5: 
ELIMINATE 
RHOEMER, CONT. 

Make your way to 
the other side of the 
terminal. Try to do it 
without catching 
yourself on fire. 
Jump on top of the 
train. Run to the end 
and jump off to the 
;eft. At this point, 
two objectives have 
been added. 


< Subway Upper 
and Lower 


OBJECTIVE #6: LOCATE EXPLOSIVES CACHE 

Run down the track until you see the other burning 
train. Note the enemy shooting at you from up above. 
You need to remember that, because that is where you 
need to go to get back up to the other level. Select your 
Flashlight. Grab the C4. 

OBJECTIVE #7; BLOW OPEN PASSAGE TO 
STREET AND PROTECT CBDC AGENT 

Now run around to the other side of the burning train. 
Climb up on the red box and start your climb to the 
upper level. Once you have made it, run to the other end 
of the terminal where you started and plant the C4. 
Now run away quick. After the explosion, your job is to 
cover the agent while he disarms the bomb. Now you 
need to run to the opposite track and cross over to the 
other side. Locate the gas main cutoff valve and turn it 


< Place your C4 
here and execute 
a quick turn¬ 
around by flicking 
your left analog 
stick backwards/ 
then run like hell 
out of there. 


off. The tunnel is accessible now. Find the tunnel to the 
left of the passage you just blew open. Run down the 
tunnel and watch out for all the mean people trying to 
kill you. Rhoemer escaped, but we're sure you'll be see¬ 
ing more from him. 


■m. j 


Main Subway Line 


OBJECTIVE #8: 


mE ARAMOV 

Follow Aramov down the 
tunnel. Shoot her even/ 
chance you get. Watch 
for trains and enemies. 

Chase Mara and shoot 
her when you get close. 
This is a great place to 
practice your auto-aim. 
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OBJECTIVE #9: LOCATE AND DISARM FOUR 
VIRAL BOMBS 

Bring up your map; notice the four rectangles at the 
bottom. The first bomb is located in the upper left rec¬ 
tangle. The second bomb is located on the backside of 
the statue. On your way to the second bomb, an objec¬ 
tive will be added. Disregard this objective for now. 
Concentrate on the bombs first. After defusing the sec¬ 
ond bomb, bring up your map again. Notice that you 
have two ways to go. Go to the left side of the park and 
look for the bomb. The bomb is located by the building 
in the middle of that part of the park. Notice that there 
are two buildings in that part of the park. The other 
building has an M-16 on the roof. Now run back to the 
statue and take the other path that leads to the greater 
part of the park. The fourth and final bomb is located 
next to the sidewalk before the narrow pathway lead¬ 
ing to the tennis courts. 


A After you find the third bomb/ the CBDC will come in 
and defuse it just like they do every time you find an 
explosive device. 


OBJECTIVE #10: RESCUE CBDC HOSTAGES 

Make your way to the tennis courts. Approach with cau¬ 
tion, if the enemy spots you, your hostages wiil be shot. 
Use your nightvision sniper rifle. Three enemies are in 
the tennis courts. Approach the tennis courts from the 
left side and hide in the shadows. Just past the brick 
wall is a good place to snipe the first guard. Creep down 
the side of the tennis courts and hide behind the 
garbage can and snipe the second guard. Anything less 
than a headshot simply will not do. Further down the 
tennis courts is the third guard. You know what you 
have to do. 


A Use the triangle button to climb on stuff and mani 
the environment. 


A Washington Park 























































































































































































































































































































































































































































OBJECTIVE #11: SECURE TERRORIST 
COMM. ARRAY 

Proceed through the park. Find the concrete structure. 
Extract the guards from a distance with your nightvi- 
sion sniper rifle. Climb to the top of the structure and 
find the comm, array. Completion of this objective 
results in the addition of another. 

OBJECTIVE #12: ELIMINATE TRIGGERMAN 
MARCOS 

You can find him in the hedge maze along with other 
terrorists, so use caution. The shotgun is a good 
weapon of choice for this objective, Once Marcos is 
destroyed, proceed to the memorial building where 
you will find Girdeux. If you need armor, a fiak jacket is 
located on the right side of the maze. 



A Climb on top of the grey structure to find the 
communications array. 


OBJECTIVE #13: REACH FREEDOM MEMORIAL 

The last leg of the park is heavily guarded, so take 
out as many guards as you can using your sniper 
rifle. Once all is clear, run into the memorial and 
find Girdeux. 

OBJECTIVE #14: KILL GIRDEUX 

To kill Girdeux, you will need to stick and move. Run 
around to the other side of the memorial, so Girdeux 
will have to walk around the statue. Once on the other 
side, hide behind a pillar. Using your M-16 or Shotgun, 
aim between his gas pack on his back and him. This 
causes a small explosion. The explosion is an indication 
that you have hit him. Keep on with this technique 
until you kill him. Be patient, you really gotta plug him 
full of lead, 
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OBJECTIVE #18: FIND SECURITY CARDKEY 

Take out the men who barge in and check the lockers. 
You'll find a flak jacket and a K3G4. Go out the way they 


A Expo Center Reception 


OBJECTIVE #15: SHADOW PHAGAN TO SECRET 
MEETING 

Ultimate patience is needed for this level. You must 
become one with your 9mm. Creep your way to the sec¬ 
ond Ancient World Exhibit. Witness the meeting. 


OBJECTIVE #16: FIND SECURITY 
CARDKEYS 

Take out Benton with a quick peek-a-boo 
shoot to the head. You should collect a lot 
of weaponry from him, including a flak 
jacket and a card key. Kill the man around 
the corner and unlock the gate. Kick open 
the doors and clear the room. Climb up to 
the ventilation ducts, Shoot the lock off 
the door and make your way to the case 
with an Hk-5. Now make your way to the 
third ancient world exhibit. One of the 
guards on the floor has the next card key. 
Shoot your way back to the top of the 
pyramid and use the key. Now slide 
down the ramp, run to the right, down 
the hall, and dive under the closing gate 
on the left. Take out the three men 
behind the blue glass sign of the Earth. 
Grab the cardkey from one of the men 
and open the gate. Cautiously enter tne 
next room and make your way to the ele¬ 
vator. Use the good cover of the pillars to terminate the 
enemy both high and low. Activate the elevator and 
climb on board. Look above you and aim for the eleva¬ 
tor call switch above you and fire. Your last cardkey will 
be found up here as well as a combat shotgun. Make 
your way to the ground floor. Clear the locker room of 
terrorists and inspect the lockers. You'll find a G-18 and 
a flack jacket. Navigate your way to the next gate 
through the double doors and the Mars room. Hide 


* 

A Shadow Phagan until you reach the ancient world exhibit. 


A Expo Center Reception 


behind a rock when you're shooting the terrorists. Hop 
up through the windows and off to the right is the gate. 

OBJECTIVE #17: 
CAPTURE PHAGAN 
ALIVE 

As with every room in 
this level, kill all of the 
terrorist in the Lunar 
Landing room. Jump 
down through the 
glass and on top of the 
Lunar Lander. Hoist 

You have to climb the lunar yourself up tO the Cat- 

lander behind the astronaut to walk and run to the 

reach the scaffold above. -. 

_ security room. 


Expo Center 
Reception! 
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came in. In the next room, find a pipe to jump and hang 
from, then shimmy your way over the center of the 
Globe, Drop. You just gotta love this game!!! 

After clearing the room, stand in front of the infor¬ 
mation desk. Climb up the cement blocks on your right 
to find a flak jacket, cardkey, and some shot gun shells. 


► Make your entrance in classic style by dropping down 
through the skylight. 



OBJECTIVE #19: CAPTURE ARAMOV AND 
PHAGAN ALIVE 

Make your way directly across the lobby, through the 
double doors. The gate for the key is behind the room 
on the right. Clear both rooms. Shoot out the wall 
mounted display case and climb through. Run under¬ 
neath the dinosaur's tail and aim your taser at Aramov. 
Smoke her. Hurry and climb up on top of the dinosaur 
and jump up to the pipe. Shimmy over to the right. Run 
for the door. Booyah I 


* 





a Rohmer's Base 


OBJECTIVE #19 (CONTINUED}: PLANT C4 
CHARGER AT FIVE FUEL TANKS 

Immediately turn to your left and 
bring up your sniper vision. With 
your 9mm; go for the head. Take 
out his partner around the side of 
the truck. Get your gas Grenades in 
the Guard shack, Use your sniper 
rifle to snipe the guy on the cat- 
walk. Shoot out the big lights and 
create shadows. Clear the next 
area. Plant your C4 at the gas tank. 
Snipe the guard on your left walk¬ 
ing back and forth. Slowly step 
through the arch until you get the 
message from Lian. Now back up 
and get ready to snipe the guard 
coming from your left side. 


OBJECTIVE #20: DISABLE POWER TO 
MOTION SENSORS 

Make your way to the right and follow the road to 
the left. Kill the two sentries and proceed to the 
power plant. Kill the two Guards inside the fence. Enter 
the power station and disable the motion sensors. 

The Second tank is just on the other side of the 
fence. Make your way 
back to the arch, up and 
over the catwalk. Clear 
the next two areas and 
locate the third tank on 
your left. Go to the next 
area. The fourth tank is on 
the right, just outside the 
garage area. Head across 
your current area and 
make your way down the 
street. The fifth and final 
tank is in view on the left. 


A Disable the motion sensor and 
continue your mission. You've still 
got a lot of work to do. 


OBJECTIVE #21: ELIMINATE GABREK 

Stealthily make your way around the corner and look 
for Gabrek. KILL HIM! Snag the cardkey from him and 
run like hell to the bunker. By this time, you have alert¬ 
ed the level. Run out the gate, left; down the street, 
then right and use your cardkey. Go in through the gate 
and run. Don't worry about shooting the guards, just 
run and roll a lot. Find the bunker and enter. Run and 
tumble your way to the end. 



OBJECTIVE #23: REACH COMM. 
BUILDING ROOF 

Go to the elevator and qet in. 
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OBJECTIVE #22: CATALOG TEN ENEMY MISSILES 

Shoot the switch to deactivate the laser gates. Enter 
the silos and catalog the missiles. Find your way to the 
freight elevator, but don't get on yet. Go into the room 
with the computer. Use the computer to open the door 
to the room across the hallway, Clear the room and col¬ 
lect your booty. Now, let's go to the roof. 






A Shoot the switches to deactivate lasers. 


A Catalog the missiles. 









ACK HEU 






OBJECTIVE #24: SHOOT DOWN ATTACK 
HELICOPTER 

You have to make a choice: power up now or save it for 
the battle. Initiate the helicopter sequence by manipu¬ 
lating the control panel at the bottom of the radar 
tower. Now run and take cover. A good technique for 
the helicopter is to hide behind the wall, peek around 


; the corner and plug him with as much lead as you can. 
i Reposition and do it over again. When the helicopter 
j hovers to drop men on to the roof, unload on him as 
i much as you can with this opportunity. Eventually you'll 
i drop him, in a burning mass of twisted metal, 
i Congratulations! You've made to the halfway point, 
j If you're having a hard time with this game, you are in 
j good company. Bad news — the game gets harder. So 
j summon the masochist within you, and beg for more. 





▲ Shoof the helicopter with every pass it makes. Follow it 
as it flies overhead. 
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OBJECTIVE #25: ESCAPE THROUGH MAIN GATE 

You start out by the power station where you turned 


off the motion sensors. Run for the main gate. Don't 
try to shoot everybody. Running and tumbling is how 
you will get through this quick level. When you make it 
to the catwalk, climb up on to the wall and jump off. 
This will save you precious seconds. Head for the gate. 
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OBJECTIVE #26: ELIMINATE RHOEMER'S TEN 
SCIENTISTS 

OBJECTIVE #27: ADMINISTER ANTIGEN TO SIX 
TEST SUBJECTS 

OBJECTIVE #28: FIND SECURITY CARDKEYS 
OBJECTIVE #29: FIND CATACOMB 
ENTRANCEThese four objectives will be done simulta¬ 
neously. Find your way into the church. Gather the 
sniper rifle. Scientist number one is just around the first 
corner. Let him run to you. He will then put himself in 
the surrender position and beg for his life. Yep, you 
guessed it! Shoot him point blank in the head. Enter 
the first room on the right, boom, two test subjects. 
Continue your journey down the hall. After running 
down the hall with the crates, the second scientist will 
be around the corner. The third test subject will be in 
the first lab on the left. Continue down the next hall 
with crates. Go to the lab at the end and eliminate the 
third, fourth, and fifth scientists. Don't forget the flak 

jacket and Pk-102. Grab 
the cardkey from one of 
the scientists. Return 
down the hall and 
check the lab on the 
right — the fourth test 
subject will be waiting. 
Return to the first hall 
with the crates. Unlock 
the door, go out the 
window and into the 

"Help" these poor people. , ., , r. 

1 _ r next one on the left, 


and take out 
the sixth sci¬ 
entist. Now, 
back out the 
window, go left again, skip one window 
and enter the next. Collect your K3G4. 
Enter the window you skipped. Around 
the first corner will be the seventh sci¬ 
entist. Enter the first lab on the right 
and help the fifth test subject. Kill the 
eighth scientist around the corner. Get 
the cardkey from him and unlock the 
door. Clear the library and make your 
way out via the second floor window. 
Make you way to the other building and 
kill everyone in the next room, The 
sixth and final test subject will be wait¬ 
ing for you to work your magic, Collect 
your shotgun. Just down the hallway 
is the ninth scientist. A flak jacket is 
located at the dead end of the hallway. 
Follow the hallway to find the tenth 
and final scientist. Get the cardkey 
from him and continue to the locked 
door. Jump out the window. Enter the 
other window on the left to collect 
your M-79 grenade launcher. Let's 
rock! Go straight across 
to the big window 
and enter. Jump 
onto the elevator 
and go down. 


► Shoot him in the 
brain. Somewhat sym¬ 
bolic, don't you think? 


a. Stronghold upper 
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OBJECTIVE #30: ELIMINATE RHOEMER'S NINE 
SCIENTISTS 

OBJECTIVE #31: ADMINISTER ANTIGEN TO 
TEST SUBJECTS 

OBJECTIVE #32: FIND SECURITY CARDKEYS 
OBJECTIVE #33: FIND CATACOMB ENTRANCE 

As with the first level, these four objectives will be 
completed simultaneously. Down the hallway and to 
the left is your first test subject. Follow the hallway 
down to the first scientist. Continue down to the 
ground level. Climb up the crates to the balcony. 


Collect the .45. Go through 
the big door across the 
room and find your second 
scientist and a lab. Inside 
the lab is a stack of crates; use them to get to the next 
lab. The second test subject is there along with gas 
grenades. Use these crates to get to the next lab. Kill 
the third scientist. Proceed to the hallway where you'll 
find the third test subject. Run back out to the main 
room and cross it to the small door. Enter and run 
down the passageway. Keep going until you enter 
another large room. Cross it to tne stack of crates and 
climb over. Run down the passageway to the fourth 
test subject. The passageway leads outside. Find the 
tail stack of boxes at the end of the courtyard. Climb up 
to the second level. Take the hallway to the second 


floor of a large room. Cross the room on the narrow 
bridge. Locate the flak jacket. Find the fourth scientist 
in the lab. He'll have a cardkey for you. Return to the 
courtyard. Climb up to the next floor on your right. The 
fifth scientist will be in the next room. Open the door. 
The sixth scientist is located in the passageway. The 
seventh scientist is in the lab up ahead. Return the way 
you came and find the locked door. The eighth scientist 
will be waiting for you. Find the passageway on your 
left. Climb onto the narrow walkway, grab the flak jack¬ 
et and walk towards the window. 

Now that you're outside, be cautious! This place is 
infested with commandos. Make your way to the end 
and find the hallway. The last scientist will be there. 
Follow the passageway to the next room containing 
the entrance to the catacombs. 
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OBJECTIVE #34: FIND PHAGAN 
Sneak past the guard and down the ramp on the left. 
Wait in the alcove at the bottom of the ramp for the 
guard to walk past you. if you need it, a flak jacket is 
there also. As you walk down the hall, a shotgun is on 
the left. Follow the scientist from a distance. When you 
see the two guards standing in the hallway, you need 
to go right down the hallway, then left down the next 
two hallways. Regain the scientist's trail. 

< Creep post the 
guard to the tunnel. 
Stay on his left and 
don't stop moving. 
Continue down the 
hallway until you 
see the scientist. 
Wait for him to get 
far enough away so 
he can't hear you. 




.4 When the guard gets to this position/ you can continue 
to creep down the hallway after the scientist. 


a Guard him. Use your shotgun and auto-aim (R1). Switch 
to the Pk-102 when you get it. 


OBJECTIVE #35: FOLLOW PHAGAN TO LIAN 
XING'S CELL 

Follow and protect Phagan. This objective is pretty 
much a "no brainer". Just follow him with out getting 
too far away from him. And kill everything that moves. 


OBJECTIVE #36: GET LIAN XING OUT OF THE 
CATACOMBS 

The same goes for this objective: although challenging, 
it's a "no brainer". A good tip for this objective is to let 
Lian do most of the killing. You will, of course, need to 
assist her, but she's good at killin'. 
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OBJECTIVE #37: FIND AND INTERROGATE 
ERIKSON 

First, let's get Erikson. He's really close. Take out the 
two blue troopers and run diagonally to the right and 
jump up to the roof top and in through the window. 
Interrogate Erikson and grab the viral scanner. 


OBJECTIVE #38: 
LOCATE AND TAG 
THREE VIRAL 
CARRIERS 

OBJECTIVE #39: TURN 
OFF POWER TO 
ELECTRIC FENCES 
Exit the way you came in. 
Go to the warehouse 
diagonally left and jump 
into the window. Go into 
the second room and 
climb on to the crates and 
climb through the win¬ 
dow. Grab the M-79 
grenade launcher. Climb 
on to the wall and make 
for the ledge and window 
diagonally right from 
where you are. Jump up 
to the ledge and in 
through the window. Run 
in to the room on your 
left. Use your scanner to 
find the first body. Jump 
out the window and run 
for warehouse 36. Shoot the barrets in the far-left cor¬ 
ner. Trust us; there is a passageway there, so walk over 
and jump down into the tunnels. Run down the tunnel 
to the right. Once you emerge from the tunnel into a 
courtyard, climb up onto the big stack of crates in the 
middle. Find the pipe above you and use it to shimmy 
(there's that stupid word again) to the ledge on the 
right. This is where you will turn off the power to the 
electric fences. 

Climb down the wall on the other side of the fence. 
Make your way to warehouse 69 and find the crates to 
climb up and into the window. Clear out this room and 
use your scanner to locate the second body. Shoot the 



barrels by the front door 
to open it. If you're in 
need of a flak jacket, 
one is located in the 
warehouse to the right. 

Make your way 
back through the tunnel 
and this time, go 
through the gate at the 
end and continue 

_ straight to the next 

courtyard. Climb onto 
the roof directly in front of you and jump in the window 
to your right. Use your scanner and tag the third body. 

Go back through the tunnel. This time, go left 
through the other gate. Run to the next courtyard. 


a. You can spot the viral carri¬ 
er easily as you can see. Also 
note that you can see through 
walls (might be handy). 


Follow the 
street to the left 
and climb up on 
the roof and in 
the window. 


P" The passage 
way is down 
here. This is the 
way to the two 
other bodies. 




a Climb up on the crates and use the pipe to get to the 
power switch. 
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pharcom elite 
guards! 

OBJECTIVE #40: LOCATE AND TAG THREE VIRAL 
CARRIERS 

Jump down the ladder in the middle of the room. Run 
out to the courtyard and diagonally right to the far side 
of the area. Enter the room and find the passageway in 
the back-right corner. Climb up the crates in the alley. 
Climb up to the roof, The first window on your right is a 
good place to snipe the guards inside. Use your scanner 
and tag the body. Run out to the courtyard go left. 


Continue to the far left side of the area. Find the chain 
link fence and enter the warehouse on the right. Use 
your scanner and tag the second body. Enter the small 
two-story building. Climb up to the second level. Climb 
up on the crates and on to the roof. Run across the 
beam and collect the Grenades. Jump between the 
next two buildings and run to the right. Take out every¬ 
one in this area from the roof. Jump down to the ground 
and use your scanner. Tag the third body. 

OBJECTIVE #41: GET TO WAREHOUSE 76 

Cautiously make your way down the hallway. When 
the hallway splits, always choose to go left. Sounds 
easy enough, right? When you reach the area with the 



A Use this bridge to get to the other side and collect all 
the grenades. 


propane tanks, do not stop moving. Run to the Far left 
corner and kick open the door to warehouse 76. 
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walkway above you? Go there. Now run like hell. Once 
you are safe and on the other side, go through the door 
next to the barrels. Then, go through the door on the 
right. Run straight until you see a guard running at you 
on fire. After passing him, climb on the crates on the 
left. Run to the right and jump down. Make two lefts 
and jump up on top of the crates located on the right. 
There's another hole in the wail on the left. Clear the 
room and find the catwalk and climb up. Run like hell 
again because that catwalk is going to fall. Climb over 
the crates and cautiously find the elevator shaft. Once 
you've found it, look to your left and shoot the elevator 
call switch. Climb on the elevator and qo on down. 


A- Go through the hole in the wall by executing a roll. 
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OBJECTIVE #42: GET TO FREIGHT ELEVATOR 

Alright, if you haven't figured it out by now, you can use 
your scanner to see through walls. This is a highly rec¬ 
ommended technique for this level. Spot those terror¬ 
ists before they even have a chance to see you. If you 
aint cheatin', you aint heatin'! Shoot the guy on top of 
the crates. Climb up there and locate the hole in the 
wall on the right. Run and roll through it. Now climb 
down and jump up to the other set of crates. See the 



OBJECTIVE #43: FIND MISSILE SILO 

Make your way to the end of the first tunnel. Another 
objective is added at this point. 

OBJECTIVE #44: SHUT DOWN POWER ROOM 

Climb up the ledge and run down the tunnel when you 
come to the first bridge climb down into another tun¬ 
nel. Run down to the end of this tunnel and find a stack 
of crates. Again, run to the end. Enter the room and 


look for an Iron beam. Climb up on the crates and jump 
to grab the beam. Shimmy across and climb up in to 
the little cave. Use your flashlight to see the case with 
the M-79 Grenade launcher. Climb back down. Find the 
other stack of crates next to the ramp. Climb up and 
run down the hall. I lere's the power relay! Do your 
business and make your way back out. Get down and 
collect all the weaponry from the guards you just killed. 
Now activate the elevator at the control panel. Get on 
the elevator and go down. You guessed it, run down to 
the end of this tunnel and activate the elevator call 
switch. Once you're at the top of the elevator, get off 
and turn around 180 degrees. Run into the power 
room. Find the three control panels and activate them. 



Go down the tunnel located under the first bridge. And 
once again follow the next tunnel to the end. 
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tunnel blackout! 

The objective continues from the previous level. 
Slowly, find your way down the shaft in the center of 
the room. Jump down from beam to beam until you 
reach the tunnel. Grab the nightvision rifle and the flak 
jacket (if you need it). Creep your way down the pitch 
black tunnel and snipe the guards with your nightvision 
rifle. After you snipe the two guards that are walking 
together, proceed with caution. Use your flashlight and 
find another shaft. Before you climb down, snipe the 
guard at the bottom. Again, run to the end and climb up 
the elevator and then the iron beams. After killing the 
two guards, slowly creep forward and snipe one more. 
Now use your flashlight and locate the edge. Make 
sure you jump off of the ledge to the left. Now follow 
the tunnel over the bridge. Down at the end is the 
entrance to the Silo. 



4 Find your way into this room and turn off the power to 
the lasers and relay the power to the elevator. It's the only 
way you 7 !! survive. 



▲ Use the shaft in the middle of the room to get down to 
the lower level. Use your snipervision to see the beams 
beneath you. 
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OBJECTIVE #45: RETRIEVE MISSILE DESTRIJCT 
CODES 



walkway above you and climb up. 
Climb up to the next walkway and 
walk to the missile. Retrieve your 
codes. 

OBJECTIVE #46: ACCESS 
MISSILE COMMAND 
COMPUTER 

Now run back to the elevator you 
used to get down here. Roll 
under the door. And wait for the 
missile to launch. The door will 
open up again when the missile is 
clear. Go use the elevator leading 
to the second level. And follow 
the corridor around to the com¬ 
mand center Shoot the scientists 
to gain the card key. Access the 
other computer room. The main 
computer is located in the back 
right-hand side of the room. Once 
you do this, Rhoemer will appear 
with a grenade launcher. You 
need to jump up into the win¬ 
dows where the guards were or 
probably still are and grab the gas 
grenades. Throw the gas grenades down by Rhoemer. 
Congratulations. You've done it. You just saved the 
world! 



A Run and shoot using auto aim. You should have a good 
chance of killing him by the time you get there. Activate 
the elevator call switch and go down to the third level. 


Run like hell to the elevator on the opposite side. 
Remember, split second timing is everything on this 
level. Activate the elevator call switch. Get on the ele¬ 
vator and go down, then run to the right and activate the 
elevator call switch located on the opposite side of the 
silo. Now continue running around the missile. Find the 




A After the FMV, run to the right and roll under the door. 
After the missile is gone/ the door will open again. 
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Whether you're in search of the ultimate online frag-fest or are 
looking for the latest Quake news, information, player rank ngs 
or skins - the Imagine Games Network has it all. 


ffiliated Web network includes the world's 
content and online game sites, as well as, 
h more. Check it out for yourself. 


www. lima 


com 


BLUES NEWS • http://www.bluesnews.com 

Packed with astounding news and information about Quake 
and its derivatives and sequels for anyone who is playing solo 
or online, or making their own modifications to the game. 

CASE'S LADDER • http://www.igl.net 

Case's is one of the premier online game sites, containing player 
rankings for all the best Internet-compatible games. IGL is where 
you can test your mettle and challenge over 25,000 players from 
all over the net to see just how good you really are. 

HEAT.NET • http://heat.net 

Looking to play the hottest games against live competition? 
Come to HEAT.NET, where everyone earns frequent player 
points (degrees) just for playing their favorite multiplayer 
games, including Quake II. Find out what 150,000+ members 
already know - the best place to play games against live 
competition is HEAT. 


MECCAWORLD * http://meccaworld.com/quake/ 

Mecca World, home of the Top 100 Quake Levels and the Top 
25 Quake Modifications, offers gamers a database, complete 
with text, screenshots, files, and links to everything related to 
each game. \ 

PC GAMEWORLD • http://www.pcgameworld.com 

The premier Internet site for PC games! All the latest game 
demos and reviews, plus one ol the biggest cheat databases 
around make this a site you really need to see. Best of all it’s 
owned and run by gamers just like you. 

STOMPED • http://www.stomped.com 

There’s hardly a Quake fan with Internet access who hasn't 
heard of the Quake Stomping Grounds. Stomped is the place 
to go for online Quake tournaments and gaming; the Stomped 
crew also has plans to expand into other games. 
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So you have probably never run a combat pistol course 
or pulled off a covert sneak and snipe mission deep 
inside an undisclosed location, but not to worry, we've 
put together a crunch course in anti-terrorist tactics, 
plus some rudimentary weapons training to get you up 
to speed. There is a bit of a learning curve when you 
get started, but the following general tips should help. 
You will also want to read up on all the weapons in the 
game and the best tactics for using them. 


ROOM CLEARING TECHNIQUES 

1. Know your environment! Keep low and try to estab¬ 
lish where all the hiding places are that might be used 





by your enemies. 

2 . Locate your enemies early. Before entering a high 
threat situation, scan the room. Crouch down to the left 
of the door and select a weapon that has a wide field 
of vision, such as the 9 mm or the Shotgun. Activate 
sniper vision and hold R2, which allows you to peak 
around the corner and assess the situation. After iden¬ 
tifying the location of the enemy, make a decision. 
Snipe them from a distance? Or, creep closer and go 
for the head shot with the Silenced 9mm. 

3 . Creep! Take your time. This game has tremendous¬ 
ly long levels, so don't blow it! A simple mistake can 
destroy an hour's worth of previous gameplay. Going 
slow is always the most stealthy and therefore safest 
of your options. 




again. This is a good way to see what's up ahead and 
take a look around. 

2 . Utilize your environments. Shooting the chandeliers 
causes them to fall and creates a rather coo! way to kill 
your enemies. Shoot unreachable switches to activate 
or deactivate devices. Shoot out lights to create shad¬ 
ows you can use to hide. 

3. Always know your bullet count. Nothing could be 
worse than spending a long time working out a plan 
and blowing it because of a simple little mistake. After 
the execution of your plan is the wrong time to find out 
you have a "dead man's gun" (no bullets). 
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1. Should you fail an objective, use the time (the time 
the game is taking to tell you "Objective Failed") to run 
as far into the level as you can until the level starts 


Weapons are plentiful in the game. We rarely found 
ourselves out of ammo, which is one less thing to 
worry about as you try to save the world. Some 
weapons are required for specific missions and will be 
made available if needed, but all the weapons in the 
game will be scattered throughout almost every level. 
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SILENCED 9MM HANDGUN 

Excellent tool for 
the tactical mind¬ 
ed. Quiet and 
accurate, the 9mm 
offers a nice fire rate and the ability to 
terminate enemies from a safe distance. 
Ammo for this weapon is plentiful 
throughout the game. 



.45 HANDGUN 



This pistol packs a 
punch. In the earli¬ 
er stages, one 
shot will pierce a 
flak jacket much 
easier than a 9mm. Bullets aren't as 
plentiful as the 9mm, but are worth 
using in sticky situations. 


G-18 MACHINE PISTOL 

When millisec¬ 
onds count, use 
this gun. It dishes 
out the fastest fir¬ 
ing rate and deliv¬ 
ers a punch. Use 
your fire button sparingly with this 
weapon. It just takes a couple of sec¬ 
onds to rip through an entire clip. 

BIZ-2 MACHINE PISTOL 

This is a great 
weapon to have 
in a gunfight. 
With a 66 round 
clip, you don't 
have to reload 
as often. It also offers the ability to deliv¬ 
er its payload quickly, making room 
clearing a breeze. Your won't see this 
weapon until late in the game. 

HK-5 PISTOL 

This weapon deliv¬ 
ers high volumes of 
lead at a really fast 
pace. Use this 
weapon for room 
clearing and traditional gunfights. 



■ft . S; 



SHOTGUN 

Firing this 

weapon seems 
slow and 

labored, but one 
shot at close range is all you will need. 
This weapon is good to use when run¬ 
ning to an objective point or just trying to 
cover a lot of ground quickly. 



COMBAT SHOTGUN 


This is just a 
smaller version 
of the Shotgun. 
The stats are 



the same as the Shotgun. Finding shells 
for this weapon will not be as easy, how¬ 
ever. 


PK-102 

You'll find a lot 
of these 
throughout 
the game. It 
appears to be the favorite weapon of the 
terrorists. A huge ammo capacity and its 
high firing rate makes this a nice 
weapon to acquire, restock and use. 



M-16 

This is a great 
weapon to use 
when running 
to an objective 
point or just trying to cover a lot of 
ground quickly. You can find these bul¬ 
lets occasionally strewn throughout the 
game. 

K3G4 ASSAULT RIFLE 

Use this 
weapon when 
battling multiple 
opponents. A 
quick firing rate 
and defined stopping power make an 
excellent combination. 

SNIPER RIFLE 

The zoomable scope became one of our 
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favorite features. 
Use this weapon 
for pinpoint accura¬ 
cy and long range 
extermination. 



NIGHTVISION RIFLE 

Use this sniper rifle when your target 

is located in 
the dark. 



TASER 

This has got to be 
one of the coolest 
weapons we've 
seen in a game in a 
long time. This 
weapon has a surprisingly long range 
and can inflict serious damage or ignite 
your opponent into a bail of flames, 

GRENADE 

This is a good way to 
eliminate multiple oppo¬ 
nents (especially if 
they're standing close 
together). Grenades are 
supplied throughout the game. Make 
sure you're clear of nearby walls and 
obstacles before throwing grenades, 
Nothing is more embarrassing than 
blowing yourself up with your 
own grenade. 




M-79 GRENADE 
LAUNCHER 

Although rare, 
this weapon 
inflicts massive amounts of damage. 
Use your grenades sparingly — you'll be 
glad you had some left over when you 
need a way out of a sticky situation. 


VIRUS SCANNER 
You won't get this tool 
until late in the game. It 
has a characteristic that 
proves itself more use¬ 
ful than just scanning for Virus infected 
bodies. Use this too! to see through 
walls and plan your next move. Know 
the location of the enemy before they 
suspect that you're there. 

FLASHLIGHT 

Use your flashlight to 
find hidden treasures in 
the dark and shadowy 
areas. This is always in your possession. 

FLAK JACKET 

Try and maintain your armor level by 
grabbing flak jackets from dead bodies. 
That's why it is important to go for the 
headshot. If you shoot a guard in the flak 
jacket; that flak jacket then becomes 
useless or degraded. If you shoot him in 
the head, the flak jacket remains 
unharmed. You can arab it and use it. 







GAS GRENADE | 

The gas grenade is an 
excellent way of stealth¬ 
ily removing threatening 
guards. Gas grenades 
are not as plentiful as 
regular grenades. 

C4 

The uses for the C4 are 
obvious and specific. 

Don't expect to find more 
than you'll need for an objective. 


KEY CARD 

Key cards are found by 
killing opponents and 
searching their bodies. You 
only carry one at a time so the objec¬ 
tives with these are obvious. 

VIRAL ANTIGEN 

Use the antigen to "cure" 
viral test subjects. You can 
only use this item in spe¬ 
cific places. You are automat¬ 
ically equipped with it when 
you need it. 
















































ver the last two issues, we've walked 
you through every step of this exception¬ 
al horror/adventure game. It's now time 
to bring you the conclusion of our massive strate¬ 
gy. If you have already beaten the game, we are 
willing to bet you haven't seen everything. The fol- 
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This guide contains a 
complete walkthrough of 
Silent Hilt and should only be 
used when absolutely necessary. 


Silent Hi 


me Finale 


lowing guide will take you from the antique 
shop all the way through to the final conflict, 
including what you need to do to get all four 
endings. There are a so some secrets that open 
when you finish the game. Now get to it — 
Harry's missing daughter needs you! 
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Corrections! 

You may have noticed some discrepancies from the 
last two installations of the Silent Hill strategy. We 
were working from a version of the game that was 
not yet completely finished and, as a result, some 
items — mostly Health Drinks and gun ammo — were 
not included. The locations and types of demons 
were also mixed up a bit, but the puzzles all remain the 
same, so if you get stuck, the walkthroughs still prove 
to be invaluable. 
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ou will finally get some good infor¬ 
mation from one of the game's char¬ 
acters about the towns mysterious history 
and inhabitants when you awake in a dream 
sitting on a bed across from Lisa Garland. 
Long ago, the people who lived here followed 
some strange religious cult and, as new peo¬ 
ple moved into town, the cult went under¬ 
ground. As people would die mysteriously, 
the older people in tne community blamed it 
on a curse. As for Dahlia, she became crazy 
after her daughter was killed in a tragic fire 
seven years ago. She has been pretty isolat- 
ed ever since. When you awake from the 
dream, Harry will begin to really question his 
sanity, something any normal person would 
have done hours of gamepiay ago. 

Awaking from the dream you, consider the 
task of getting to the lake. All the roads are 
blocked, but maybe Lisa knows of another 
way. Next destination - back to the hospital. 
Check out another mark of Samuel on the 
antique store floor. 



▲ After you pass out in the Antique shop, you 
encounter Lisa in a dream where she finally tells you 
what she knows. Sadly, it's not that much information 




mm So 

, we should bring you up to 
s been going on in the nor- 
iake resort community of Silent Hill. The 
nightmare begins when you wreck your jeep on the 
way into Silent Hill for a vacation with your daughter, 
Cheryl, and when you awake, you find that she is 
I missing. As your search for her begins, you 
encounter a town filled with demons in the shape of 
flying birds, skinless dogs and giant apes. As your 
desperate quest continues through the elementary 
school, the church, the hospital and the town's 
antique shop, you will meet a few other characters 
that only further deepen your terror. Cybil, the friend¬ 
ly cop you met in the cafe, took off to find help and 
has finally returned when you arrive at the antique 
shop. She hasn't found a way out of town, but even 
more peculiar, she hasn’t experienced any of the 
crazy nightmare episodes that you have. Dahlia 




Gilespie, the town nutcase keeps appearing, giving 
you all types of cryptic advice, while the rude Dr. 
Kaufman only appeared briefly, then disappeared. 
Lastly, Lisa Garland, who you met in the hospital, has 
been somewhat helpful and seems to in a similar sit¬ 
uation to yours. At least she has been experiencing 
the same nightmare episodes. 

We last left Harry and Cybil as they were about 
to enter a hidden passage found in the antique 
shop. She has revealed to you that she has seen a 
small girl out by the lake, but strangely enough, 
she says she saw her walking on thin air. In 
response to you mentioning your conversation 
with Dahlia, Cybil tells of some recent drug traf¬ 
ficking investigations in the area and how that may 

’ V',- •*v • % • ■ ...... ■ ■: -. 

be the darkness Dahlia was speaking of. Some 
how we doubt that theory. So as we rejoin the 
walkthrough, Cybil states she is going to hang 
back and let you explore the hidden passage. 
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1. Enter the hole and you will emerge into some kind of altar 
room. This must be the other church Dahlia was soutterinq 




about. Examine the altar and grab the axe hanging on the wall. 




2 . Try to leave the way you came and the game will take over. 
You awake to find yourself‘sitting with Lisa back at the hospital, 
but this time this is definitely a dream. 











| his scenario spells trouble. You’re stuck in a pit of 
with a floor covered in sand. On one of the walls is 
Hunting Rifle which you will want to grab. It unfortunately 
only one bullet so will be of little use in your current predicame 
Not soon after you regain your wits from the fall, a giant larva wi 
attack from below the sand. It will have two attacks. The first is 
to emerge from the ground right under your feet almost any¬ 
where you stand. It also shoots red projectiles of some kind if 
there's some distance between you. As soon as it pops out of the 
ground, it heads back under, making the head shot or two neces¬ 
sary to get past it very difficult. You can easily spend quite a bit of 
time running around this thing shooting it in the back and losing a 
lot of health, never making any progress. 

To put the Larva Boss down, you must first equip the shotgun. _ ___ 

You need to get a clean shot off to the head, so back yourself up 

into a corner, so the larva can't pop up under you and when he comes towards you, take it out. It may take a 
second shot to completely kill it. It will curl into a ball when you've pumped enough lead into it. It's stiil alive, 
but thankfully decides to run rather than fight another round. As a bonus, it creates your escape as it crashes 
through one of the windows holding you in. 


A To fake out the larva boss, you have to 
get it to come at you so that you can get a 
clear shot at its head. 
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. After saving your game, 
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shop back out onto the street. You will notice that 


you are back in the nightmare world. You can't reach 
the hospital directly, so run left, going South up 
Simmons street and look for the hole in the fencing 
in front of the mail and enter. The camera will change 
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to go up the escalator and the massive wall 
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the escalator and go down the left path, following 
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to the ieft, the camera will switch to an overhead 
position and the floor will suddenly give way. You 
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as she describes it 
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not alone. 


5 . After defeating the Larva Boss, exit through the 
broken window. You will emerge onto a street running 
behind the mall. Go right to Sagan St. and take it 


save 


. You have^^^K 
but to follow the stairs up and face what became of 
that larva you didn't completely finish off back at the 

.1)1. £ iS 11 BI I 4 B 

Enter and 7. Head back down to the street and go N< 
save your game. Crichton Street. Stop by the Police Station and inside 

you can save your game and stock up on ammo, as well 

6 . Enter the examination room and inside will be Lisa, as get some info on the drug trafficking investigation. 

is another possible way to the 


West. You can 

your game and pick up some ammo 
if you so desire. From Sagan 
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you head up 
to the Post 
Office roof, the game will take 
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over and, when you regain con¬ 
trol, you'll be face to face with a 
giant moth. This is the obvious 
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result of the maturation of the 
larva you fought earlier and will 
even spit the same red projec¬ 
tiles. It's not that tough, but if 
you're initially having some prob¬ 
lems, you can climb the stairs to 
the upper level and use the 
water tower as cover. As a mat- 
flttpf f act J'the v :t©p jbffc the;stairs is 
a great spot to get off some 
shots. Just remember not to get too close, as its tail can get you. It only takes 
about five or six shots from your shotgun or hunting rifle to take the giant moth 
down. Look for the purple blood to make sure you're hitting it. Once the moth 
boss is dead, the day light will return and you can get back on your way. 
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mm 


A The giant moth will shoot the same red projec¬ 
tiles its previous larval form shot. It will take only 
five to six shots from your shotgun or hunting 
rifle to take it down. 
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hen you enter the office inside 
the Police Station, you will 
come across some clues to the drug 
trafficking investigation. On the desk 
you will find a memo that says: 

Coroner Seals called. 

Officer Gucci unlikely to 
murdered. 

He apparently died naturally. 

But medical records show 
Officer Gucci had no prior 
symptoms of heart disease 


be 
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A There are a couple of clues to find in the 
Police Station office. A memo on the desk 
and some notes on the blackboard. 


What could ail this mean? From the 
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It's obviously . 
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select areas of Silent Hill . 

Raw material is White Claudia, 


Officer Gucci was getting too close to 
something and was eliminated, his 


Manufactured here? 


re? 






tai as if they were in on it. This is only a 
theory, of course. 
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You find the sewer map 
halfway through the first 
level in a makeshift office. 
You can grab the Sewer 
Key from the key rack. 


8 . When you heed back over the bridge to old Silent 
Hill, you will be conveniently transported to the front of 
the access to the Water Works by the elementary 
school. When you go up to the gate entrance, you will 
find it locked. Whip out your axe and give the lock two 

or three whacks. 


lert tunnel going hast, as 
the tunnel going South 
is blocked. 


i*u 


dead end over to the right 15. Turn right at the cor 
side of the tunnel. Cross yet ner and at the next inter 
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9. Enter the gate 
and go down the 
open hole, into 
the sewers. 


the tunnel, through the to give you a better view, 
unlocked gate that says although for the most part, 

•YY w >. . , they are hard to see. 

Keep Out on the right ____ 

side of the tunnel. Cross 

the water using the blue grating on the left side of the 


12. Through the gate, you should follow the path left 
around the corner and around the large tank. Go over 


10 . From the ladder 


At the end of the path will be tunnel and across two more 

II • . , > y-\ K A . , .1 * * /“'V . , * 






down the tunnel in an 

. . 

the only direction as 
you can. thr 


more 

open gate on the left side of the tunnel. At the dead 
end, notice the blood on the ground and in the water. 
Examine the area and you will notice the Sewer Exit 
_Key in the water. 


iJtlei 


came or 






11 . When the tun¬ 
nel opens up, go 
down the left path 
first, staying to the 
left side of the tun¬ 
nel as you turn 

■■ ... ■. ■ J ' X.-' ‘.V. I - fc'.* • j* 1' “■ • r , ■ ■ e , « , 

another left corner. 
Cross the water to 
the other side of the 
tunnel at your next 




16. Retrace your steps 
back the way you came 
and use the Sewer Exit 
Key on the locked gate. 
Find the notepad and 
save your game before 
climbing the ladder to 
the surface. 


gate. Stay left 
ross the water. 




e blue grating as a 
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sewers 


Inspect the blood in the 
water to get the Sewer Exit 
Key. Once you grab it, three 
or four monsters will attack. 


First Aidfkit, 

XXviS .• tTr. ■•I*-- ■-*-‘a i 


% 





































































. 

... • '■ '• 




■; ij-rr r^-iwi-n- 

( *iw3 y" v?:i r..TV 

Iff 


Although your daughter is still missing, your hope of 
finding her is as strong as ever. Back at the Antique 
Shop, Cybil told you about a small girl she saw near the 
lake which may be your daughter. The Lake is only 


, ed to another cinema. As you walk in, you'll see the Doctor lying under 

one of the monsters from the sewer. Harry will whip out his gun and blast the 
thing. Dr. Kaufman will then explain that he still hasn't found a way out, but he 
is hoping that the military will come through town and rescue them. He is rude 


You will run into Dr. 
Kaufman again in Annie's Bar. 
He will be rude, as usual. 


• • • v . :. .... 

you will want to check out, although from your last 
encounter with Dahlia, doom is definitely impending 
and you shouldn't spend too much time sightseeing. 
Hopefully some of your questions will be answered in 
this new area, but there's much to be worried about, as 
the monsters here are even more aggressive and the 
darkness won't make your going any easier. 


you ask him 


named Alessa. He answers with a mumbled 


In his hurry to leave., he didn't see his wallet, which he droppec 
to a room at the motel and a store receipt with a lock combina 


tion on it 


/' T:;’- 




have to go there anyway to try the Motel Key from 
Kaufman's wallet. You will apparently have to use the 
code from the shopping : ist to get in. The notebook 
also raises some questions, but fills in some blanks as 
well It belongs to Dr. Kaufman. Did the package con¬ 
tain more drugs? Is the woman Dahlia Galespie? 
Whoever these people are, they sound like the same 
bunch Officer Gucci was on to. Perhaps they are 
some of the old members of the religious cult Lisa 
spoke of. They definitely sound dangerous; everyone 
is afraid of them. Maybe they have something to do 
with the weirdness in town and Cheryl's disappear¬ 
ance. At least you know that there is definitely a drug 
trafficking ring in town, but what is this drug all about? 
What does it do? What's so special about it, other 
than it can only be found in Silent Hill? What does 
Norman, the owner of the Hotel, have to do with it? 
There is something more going on here than just your 
ordinary drug dealing operation. On to the motel! 
After entering the code to open the back door to 

the motel, take a look around at the liv ng space 

1 

inside. On the desk is another notebook which says: 


iJfgY; | nside the Indian Runner there are several 
clues that help to shed more light onto 
what's going on. Read the Date book on the counter 
next to the register to discover that it says: 


fie came by. I handed over the 
package that the woman left here 


September 12 


want to be involved with 


'/ . 


even more than before 


1. From the sewer outlet, go up and left into the demol 
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enter Annie's 




one the 


wall which says 


2 . After the cinema, look between two of the pool 
tables to find the Doctor's wallet. Inside, you'll find a key 


September 10 
Took package. 

Told to sit on it a while. 
Don't want to get involvedl 


■i Inspect the wall 
behind the register to 
find a shopping list 
that contains the code 
to get into the back' 
door of the Motel. 


appears to be a lock combination on it. Grab the two 
health drinks from the end of the bar and exit. 


3$ wyiS 


of the mayor and others 


3 loaves of bread. 
3 cartons of milk , 
2 dozen eggs. 


Grab the magnet from the desk, then check the cof¬ 
fee table. On it will be a newspaper dated the same 
as the one in the hospital with the article cut out. 

, n* Maybe now you can find 
B out what it said. It reads: 
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Rear entrance code 0886 
Norman Young 


m pip 
Mi 


Investigation stalled. 
"PTV" dealers still at 
large. 

Suspicious deaths 
continue. Like the anth 
drug mayor, a narcotics 
officer dies of a sudden 
heart failure of 
unknown origin. 


Now look at the picture on the wall next to the list 
and you will find a picture of the Grand Opening of 
the Motel in town which hapoens to be owned by 

i j f 

Norman Young. Find the cabinet behind the counter 
and open its drawer to get the Safe Key. Use it on 
the safe to find the last clue in this area. Inside will 
be some drugs in baggies ^ 
which you will not take. i|i • 
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A Inspect the newspaper 
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A Use the combination you found on the receipt in Dr. 
Kaufman's wallet to enter the Indian Runner. Watch out 

i 

there will be a few ape demons guarding the entrance. 


on the coffee table. You 
will discover that it is the 
same issue as the one you 
found in the Hospital, only 
the article that was miss¬ 
ing is intact in this paper. 


Street or through the park South of Annie's Bar. 


From Norman's note 


► Next to the list is a 
picture of Norman in 
front of his Motel on its 
grand opening. 


Use the num 


with the drug trafficking and is equally scared of 
those in charge. This, along with the newspaper, 
also confirms your suspicions that Officer Gucci was 
murdered and apparently the mayor as well. Why 
did Cheryl want to come to this place? 


into the combination 
ibers are 0473. 




the other end is a locked safe, Health Drink and a date 


Deliver 
Rear en 


Norman's GrandlDp^iiiig 
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There are TWO ways to win: 

1. Send in pictures of yourself (as many as you want) 
showing how nuts you are about PSM and the 
PlayStation. We want to see your giant stack of PSM 
issues, Lid Stickers, PSM shirts, your game 
collection—whatever you can show us to prove that 
you’re truly the most obsessed PSM and PlayStation 
fan out there. 

2. The other way to win is to send us a videotape of 
yourself doing the same type stuff listed above. 


Actually, video is much cooler for those of you that 
have the equipment, since you can go even crazier to 
prove your dedication. Tell us who you are, where 
you're from, and what makes you so hardcore (but 
hey, don't go breaking your legs or anything, okay?). 
And, oh yeah, please keep it to five minutes or less. 
We're gonna have a lot of tapes to look through! 

Now, here comes the really coo! part: We will pick one 
winner from each of the two categories, photos and 
video, and both fans will get: 


10 PlayStation games of YOUR choice, plus a free 
one-year subscription to PSM! 

Also, five runner-up winners will also get a free 
one-year subscription to PSM, so there are plenty 
of chances to win! 

HURRY! All entries must be received by April 23rd. 
Don't forget to include your name and address with 
your entry. Go ahead and enter multiple times in each 
category to increase your odds of winning. Get yours 
in right away to beat the crowd! 


April 1339 
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No purchase is necessary to win. Entries must be received by April 
23rd, 1999. All entries become exclusive property of Imagine and will 
not be acknowledged or returned. The winner(s) will be chosen on 
April 26th, 1999, and be noticed either by email or telephone. The 
name(s) of the winners will be sent to anyone who requests it and who 
provides a SASE, The winner(s) will be chosen by a panel of judges. 
Judges will base their decision 50% on creativity and 50% on original- 


of $500. The contest is open to residents of the United States only, 
except that residents of Arizona, Maryland, Vermont and Puerto Rico 
are not eligible to participate. The winner may be required to sign an 
affidavit of eligibility/release of liability/prize acceptance within 5 ousi- 
ness days of receipt; failure to do so upon request will result in forfei¬ 
ture of the prize. By acceptance of the prize, the winner agrees to the 
use of their name and/or likeness for purposes of advertising, trade, or 


Two prize packages will be awarded, one for the "best photo" cate¬ 
gory, and the other for the "best video" category. Each prize consists 
of 10 games of the winner's choice along with ai complimentary sub¬ 
scription to PSM until the magazine is no longer published by Imagine 
Media, Inc. Five runners-up will receive a full year's complimentary 
subscription to PSM. Total approximate value of all prizes is $1000. 
The winner is responsible for paying any income taxes on the value of 


rected, or damaged entries. The prize is norjtransferabie. The prize 
package can be substituted for a gift certificate to EB World in the sum 


Imagine shall not be responsible for any damages or expenses that the 
winner might incur as a result of this contest or the receipt of any prize. 


al, state and local regulations apply. 
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street, the game will take over yet again. The world 
transforms into its nightmare version. Continue in the 
direction you were heading on Sanford Street as the 
way back will now be blocked. After the two ware- 


When you 
open the 
safe in the 
Indian 
Runneo you 
will discover 
some drugs. 


You're almost done. You were too late to stop the 
second to last seal from being completed, so the last 


Cybil has gone ahead of you and is probably in trou¬ 
ble/besides, according to Dahlia/only you can stop 
the demon from coming, although she can definitely 
not be trusted. Perhaps she is one of the people 


House will be blocked by a locked gate, but to the left 
you can go down a gang plank to a houseboat docked 


book. Behind you is a shopping list with a code to use 
on tne backdoor of the motel. Check the drawer in the 
cabinet behind the counter to find the Safe Key. Open 


1. When you arrive back at the boat, save again if you 
want to and head out the front of the boat and back 
towards W. Sanford Street. 


10 . Inside you will again run into Cybil. Dahlia Gilespi 
will appear suddenly and exclaim that the demon i 

goes on in her usual crvotic svnta 


: k 
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5. Exit the Indian Runner and head South on Weaver 
Street. On the right past the park will be the back door 
of the motel, inspect the codefibox next to the door. 

Enter 0886, then ENTER when the number pad head off to the amusement park. Before she disap 

__ _ p. +kmnrck rv W £ .. . . . 


2, Across the 
street from and a 
little too the left 
from the entrance 
to the pier, you will 
find an open gate. 


it's decided 


s you that you need to use the Fiauros 


comes up 


6. inside, read the notebook on the desk and the 
newspaper on the coffee table and grab the magnet, 
also from the desk. Go through the door to the right 
of the door leading to the street Inside will be a small 
garage with a motorcycle. There's a health drink and 
some shotgun shells, inspect the motorcycle and you 
will find that the dust has been wiped away from 
around its gas tank. Return to the previous room and 
enter the Motel registration office, saving your game 
on the notepad on the counter. 


11 . After the conversations, grab the Rifle Shells 


mm 


discover that the 

cover to another 1 -- 

set of sewer tun- v -—- 

ne!s had r been removed. Enter the sewers 


^ During your 
conversation with 
Cybil, Dahlia will 
walk in with 
messages of 
impending doom. 


3. At the bottom of the stairs is yet another mark of 
Samuel and on the left wall will be the map of the 
tunnels leading to the Amusement Park. From the 
Sadder, head straight down the tunnel. Turn right at 
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right down the next tunnel, then left at the next. Run 
ail the way to the end and up the ladder into the 
Amusement Park. 


find room number three. Enter using the motel key the helm to exit. Head up the stairs and South down 

you found in Kaufman's wallet and find the dresser the pier. The camera will change before you get to the 

against the wall with blood nextto it. Stand to the side dead end, showing you more stairs leading down, 

of the dresser and push it to reveal a crack in the Cross the green plank at the bottom and continue 

ground. Inside will be a key. Use the magnet to reach South over a couple of barges. Cross the wood plank 

into the crack to retrieve the motorcycle key. Quickly going left, then right through the open gate, past a 

check the bathroom and grab the Health Drink there structure on your left, then up more stairs going the 

before exiting the room and returning to the garage opposite direction. From the top of the stairs, go for- 

with the motorcycle. ward, then left and find the stairs qoinq down. Go East 


; - : 'k m 


4. The best advice is to explore the Amusement area 
The area is not that big and there are no demons wan 


cession stand which is 


one of them is active. If you're having trouble finding 


be across from it 






I*- Stand to the right of 
the dresser and push 
it to reveal the 
Motorcycle Key down 
tn the crack. Use the 
magnet to retrieve it. 


< First find the 
Concession stand and 
save before you try to 
confront Cybil. 


save your game, then pro- 
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8 . Inside the garage, Igg darkness just as you arrive. You were too late. You can 

use the Motorcycle use the Channeling Stone here if you have it to see 

Key on the bike's gas cap. Inside will be a bottle filled some lights in the sky. Go back down the stairs, save 

with red liquid, the same kind you found broken in the your game, then leave. Run down the steps and con- 

hospital. The game will then take over and Dr. Kaufman tinue down the pier back towards the boat. Thankfully 
will enter and boy, is he pissed. Exit the Motel. the game will take over and zap you back to the boat 


5. From the conces¬ 
sion stand, go 
straight, then turn left 
Ken you|see|the 
inaccessible ride on your left. You will come to the 
merry-go-round and some stairs leading up to it. 




9. From the motel, head down Sandford Street 
towards the light house. As you progress down the 


the neck, use the red fluid in the bottle. A demonic par* 


iSlltelf 
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a place that looks a lot like the hospital, but is actually a 
place that does not exist in the real world. 


► You will finally get to use 
the Fiauros after you beat or 
save Cybil. Actually the 
Fiauros will activate itself and 
you will have no control over 
it as it attacks Atessa. 


T 


▲ This is one of the coolest parts of the game. The effect 
of the bass drum as you walk up the stairs really cre¬ 
ates some tension. 


A Inside the gas tank, you will find another bottle of the 
drug. Dr. Kaufman will enter and swipe it from you. 
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A After you pour the drug on Cybil, the creature possess¬ 
ing her will leave its perch on her back and try to slither 
away. You will automatically step on it. 


ed, abandoned.on the highway, and his wife was sick 
when they found her, so they took Cheryl home. She 
might actually be from this town after alt, but she is 
still your daughter, none the less. 

Alessa will suddenly appear from out of nowhere 
and you ask her to let Cheryl go. She puts up a force 

but the 


field around herself which you can r t penetrate 
Flauros will start to glow, and then attack, Ale: 
collapses, and Harry asks for Cheryl again. Dahlia will: 
then suddenly appear and confront Alessa, telling her 
it's the end of her little game. Something just doesn't 




begin to realize the Dahlia should be the one you're 


disappears yet again, this time taking Alessa. You will 


You awake in a room with Lisa, who looks pretty 
messed up. Something's really bothering her. She 


secret room with Alessa's 
down there; ; lllS|St..a : ven 
had been there before, but just couldn't quite 
remember. You try to console her, but she runs away. 
Alone in the room, you hear a strange sound coming 
"from thefbasehleht 


she was IS 






;■ : 
EnBaBwa 


L r "' 1 


■r-T:".;.;/; 








' ' - 


> • • . 




V- , 

5.4 -> • «• ‘I . 




'W, 






i Y. 




i 


■-■a 

mi 

ill 








u“—. .TiW 


****** 


?c • r_ 




• w c •!;. ..V*- • -> „■ ..'V .. . y ^ -y-. 

. ' , - 
r< ' 


7 ~s --y?. 


mmmm 




. 






<- ■’ )£ i 


BmlStSlB 


•--••• 


SSf.gsa 


l»2c% 




KM 








3K?*7>: 






ji&fJg, r 


i'iii 






A ■» 




■ 


.njT 


• % " v 








. 








■■■ I.i ■■■■ pmn 

A After Cybil realizes that she is out of ammo, she will 
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A You have no choice, but to shoot back when Cybil 
attacks. Be sure to be quick on the health as each bullet 
will take nearly all your life. 
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attack with her hands. When she has you by the neck, u 
use the amount of the drug you have in the plastic bottle. 
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over 


and will show you a scene of Cybil sitting in 
a wheel chair, her eyes the color of blood. There is 
definitely something wrong with her as she stands 
up, takes oujjher gun and shoots you, What do you 
do? You can't shoot your only ally in this crazy place 
and besides, she's obviously not acting under her 
® own will. Then again, you have to defend yourself. 
You next action will determine what the ending of the 
game you're going to get. You can blast her until she 
dies and finish the game, but there is another way. 
You can shoot, but not to kill her. Notice that on her 
back there is some kind of creature attached exactly 


fluid in the bottle you collected, which you suspect to 
be the drug Dr. Kaufman was so concerned about. 
IJse it on Cybil and she will collapse and some worm 
creature will come off her neck. You will step on it and 


when she comes to, she asks why "they" took his 
daughter. Harry finally admits that Cheryl was adopt- ! 
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like the nurses and doctors in the hospital. The area- 
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I You have to be quick on refilling your health while 
[ fighting as her bullets will nearly kill you even with full 
[ health. A good strategy is to run away at first, then 

I take a quick shot when you have a good angle. You 

want her to shoot back at you, so you want to try to 
stay in range as you're running. After taking about five 
or six shots, there will be a quick cut scene where 
Cybil will look at her gun as if it were out of bullets 

and will then come at vou with her bare hands. This ..... 

, , f x ; u A When you enter the carouse^ you will see Cybil sitting in 

IS When you m3KS your move. Lei hei Cfet you in her a w hee!chain You will quickly notice that something is 

clutches, then go into your inventory and use the red wrong. Her eyes ore the color of blood. 




: ■ ■■ 1 : • " 

: 

J- 


m 


. 


r. 


i ■■■■ 


-m 


•x or: 




• : : : 

1 . 


-- 


% ' j.- ■ .• -v. .• 

•'o:C: 



key This is the main door you want to get open 


2 . In the room across the hall is a faucet with 
hanging out of it. You can't get the key out, so exit. As 
you continue down the hall, you will notice a transpar¬ 
ent Cheryl running down the hall and through the next 
door on the right. When you try to enter, you will fina 
that Is locked, but the word "Phaleg" is carved onto it. 


ou managed to save Cybil from what ever 
was possessing her, but you still haven't 


and contains a 


and that one of the hands is a key. 

4 . Back in the hallway, head through the last door on 
the right and head down the stairs and through the 
door at the end. You will now be in a class room from 


history with this town. It was her idea to come here in 
the first place. One other thing — it is peculiar how 
Cheryl resembles Alessa. Perhaps the girl that keeps 
appearing isn't the bed guy. Maybe it's Dahlia you 
should be looking out for. Regardless, you are now 
stuck in a realm called nowhere, which resembles por- 
tions of the hospital, but whose! floor plan makesmo 
sense and everything is all mixed up. On top of that, 
there is no map. Get through this area and you may 
finally get some answers to your many questions. 


?mm m 


the school w-tn a single desk in the center. Inspect the 
desk and it says "Go home, thief. Drop dead". Go 


'l^™p 


Screwdriver and Pliers from the gurney. 




faucet. Use the. Pliers on the fauce- 
Of Ophiei". Exit the room and use 
with "Ophiei" carved into it. 


1. From the director's room 


my 


right of the desk and toiiow the pa:n to an elevator 
Exiting the elevator, enter the first room on the right 


mmm 


6 . You emerge into another hall from the hospital. All 
but one door will be locked, which you should find and 
enter. Inside will be an astrological puzzle, Solve it to 
release the Stone Of Time. 


of a bird flapping its wings. There is, of course, no bird 
in the room, but there is a key locked in the cage. You 
can t get at it yet, so exit. 




► You will see a ghostly image of Cheryl run down the 
hall and through the door of Phaleg to your right. 
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■Ma tures, each representing an astroiogica! sign 
with Ha phurhberCTv 
below it- To release | 
the Stone Of Time .1 
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being held by the 
pillar in the center, 
you need to punch 
in the right num¬ 
bers below the 
astrological signs 
on the pillar. The 
signs each repre¬ 
sent a month, but 
inputting the cor¬ 
rect number of the 
month for the 
signs does not 
work. Yau have to 
use the signs on 
the wail to assign 
new numbers to all 
twelve of 










A Use the astrological signs on the 
walls and their respective numbers 
to determine which numbers to 
input underneath the astrological 
signs on the pillar. 


signs. For example, 


i 


| the Lion symbol for Leo has a 10 underneath it and nor- 

comes under is;:August- orfeia ^te 



r. 



■^■■■■■■■^Bone ofjhe pictures ; dhlfj 
the wall as a guide, renumber ail the astrological signs 
I to discover the correct numbers to enter. Under the 
: Capricorn on the left, press three, in the center, under 
the Taurus, press seven and on the right, under the 

' o ■ . „ •: TTvTTy 
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Even with doors 
and windows shut 


V 


ou then run into Lisa and she says has fig¬ 
ured everything out. She has figured out 
that she is one of them. She is scared and wants 
you to be near her, but you back away as blood 





me. 






run away in terror through the door to escape wit- Need to throw up. 

nessing her horrible death. Return to the room and But nothing comes 

you will find Lisa's diary on the floor, it says: Vomiting only bile . 









m 





It's too weird. 

Still alive , 

but with wounds that won't heal. 



Won't work at that 


The room is 


Lisa's death is 
extremely tragic 
as well as being 
very gory. Man, 
what a way to go 






Blood and pus flow from 
the bathroom faucet 


I try to stop it 
but it won't turn off. 

Need drug. 

Help me... 

It sounds like Lisa had some serious problems, 
the patient she was taking care of sounds evei 
worse. Her death is totally tragic and unexpected. I 


only she could have told you more. 








A On the name key pad to the right of the door, spell 
ALERT. This will open the locked door. 






this into the key pad to the right of the double doors to 
unlock them. Through the doors is an empty room. Head 
through the next set of doors and enter the morgue. 


of conversation, she bleeds to death from every pore on 


names 




7. Back in the hall, a nurse will have appeared. The dou¬ 
ble doors at the end are locked, but can be opened by 




p 


| go to the oppOr 
site end of the hall and read the engraving hanging 
there. It says: 

Names engraved 
on a lithograph. 


■ 
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Yes the headcount is set 
young and old lined up 
in order of age. 

Then the pathway opens 
awaiting them the frenzied 
uproar, the feast of death! 


: : 


Pretty creepy stuff. Now head back to the door and 
read the names on the board hanging to your right. It 
says: Jlty. ;;Ji||||i!8|S! 
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35 Lydia Findly 
60 Trevor F White 
18 Albert Lords 
45 Roberta T Morgan 
38 Edward C Briggs 
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her body. You leave to avoid witnessing her horrible 
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8 . From the room where Lisa dies, return to the hall 
and through the second door on the right to return to 
the original hall. When you emerge in back in the origi¬ 
nal hall, there will be a new nurse to deal with. Go back 
to the Antique Shop room to save, then use the Stone 
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mi 




. 






9. Go right to the end of the hall and use the Key Of 
Hagith on the double doors there. This leads to the ele¬ 
vator which should take you to the second floor. In the 
second floor hall, enter the third door on the left. Inside 
will be the jewelry store from the mall. Grab the Crest 

:Jthen:exfc-^fc 


mmm 
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10 . 

to the second half of the second floor. Enter the first 
room on the right. Inside, grab the Camera and the 
Handgun Ammo, then exit. 






... : 



ATT 


1:1 ._ ^. . . 

room on the left. Inside, examine the plate screwed 
into the wall. Use the screwdriver on the plate to 
remove it. You will find a key behind it, but you can't 


to have to kill the power to be able to get it. Exit the 
room and unlock, then go through the double doors on 



mi 
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the elevator and go to the third floor. 
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A The players are ail gathered for the final conflict 


A The win 


ged demon will attack with lightning. Be sure to 
check your health regularly. Just keep plugging away at it 
with your shotgun until it dies. 


A After the demon is destroyed, Alessa will give you a 
new baby to start over with. Fire will fall from the ceili 
burning Alessa as you and Cybil escape towards the li 


- 

Kiral 




demon feeding on her tormented soul. You have been 
apparently messing up their plans all along the way, 
however, but you weren't supposed to make it this far. 

Dr. Kaufman will show up and shoot Dahlia. 

Apparently Dahlia was just using the doctor to manu- wards and backwards 
■acture the drug Aglaophogis (whose purpose is per- may take up to 30 to 4( 
haps to split the souls it comes in contact with) and When you have des 


electricity at you. The electric charges won't take that 


gCT fj| ou have finally made it to the end of this 
WiMm? insane game and all the players are there. You 
will be in a large room with Dahlia, Alessa and a gory 
body in a wheel chair. Cybil is also there and tries to 
shoot at Dahlia; who in turn knocks the police woman 
away. Dahlia then goes on to explain how you were 

able to stop Alessa in the amusement park, but now Though and shoots Dahlia. Alessa in the wheelchair and 
your little girl will finally have to die, as the demon she Chervl sittina next to her beain their transformation into 
is trying to raise 


For this reason, you don't 


pear and Alessa will be lying where he once was. She 
will hand you a baby and then direct you towards the 
light. Cybil also sees this light and makes her way 
there. Dr. Kaufman tries to leave, but Is dragged under 
the floor by none other than Lisa Garland. Fire will fall 


over Cheryl s/Aiessa s booy. It tne beast summoned oy Dahlia. Dr. Kaufman will pull 
jhter Cheryl is actually Alessa's out the bottle of the drug and toss it at Aiessa/Cheryl 

soul in a younger body. When Alessa was burned causing the demon and the girl to split. A giant winged 

beyond recognition by her mother in the fire, her soul demon will then rise into the air and shoot electricity 

was split by a magic spell into Dahlia's newborn daugh- around the room, lighting Dahlia on fire 

tec which is who you and your dead wife found on the IIT The final boss demon is 

side of the road.; That was seven years ago and the out your hunting rifle or sho¬ 


rt outside and 


Pull your new child, almost the same image from the 
lug- game's opening cinema. 
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in front of 


u. exit tne elevator and examine 
you. Next examine the pictures o 
They will say "The light to the future" and "The light 
illuminating darkness". Use the Camera on the paint¬ 
ings to reveal three symbols on each painting. Now 
enter the symbols onto the doors, the symbols from 
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on the left, grab the Birdcage Key. Through the door 
on the right, get the Health Drink and examine the 
book on the shelf. A place has been marked in the 
book, it says: 


.. ... 
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Perennial herb found hear water. 


, 






white blossoms 


. v I» 


Ancient records show it was 
used for religious ceremonies 
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A Be sure to secure the fridge with the Ring Of Contract 
before you try pulling out the Sword Of Melchior. 


• F‘/ 


White Claudia must be what they make the drug 
out of. Exit this room and take the elevator back to 


Birdcage key to get the Key Of Phaleg and exitjlse 

: v::: . -' • , • • 

ihe key on the door with Phaleg carved into it and 
enter. You will find yourself in a short hall with three 
rooms on either side. 




14. Enter the first room on your right. Use the Ring Of 
Contract on the broken link in the chain to secure the 
fridge door. Now puli out the sword. 























































































































































15 . Enter the next room on right and grab the Health 


someone 


Jelly Beans. Go through the door in the back of the 
room and you will be in the AV room of the hospital. 
Here you can use the VCR to watch the video tape 




19 . Enter the room directly across the hall. Save your 
game on the Notepad, then notice that in the back of 
the room wilt be a locked door with some writing and 
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to the short hall 


16 . Enter the second room on the left and you will see 
another transparent Cheryl quickly disappear from 
under the table. Grab the Ankh from the wall next to 
the table and notice the graffiti covering the walls. Exit. 


thou possess them 


evoke five rite 


if you were standing at the hall's entrance. Inside is the 
generator which you will want to turn off. Find the 
room with the previously electrified key and grab the 


the door already. Place the Amulet of Solomon, Crest 




WM&Mm 

• 

" 


a Once you have all five items, enter the Child's room and 
place them into the door. This is the last step before the 
final boss. 

. 


You will witness another flashback of Dahlia strug¬ 
gling with a young Alessa. After seeing this, head 


18 . Go back through the door of Phaleg and enter the 
third door on the right, with "Aratron" carved into it. 
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SILENT HILL SECRETS 
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ou may have finished the game, but there's 
more to do, Not only are there four different 
endinqs to see, but there are also a couple of bonus 

. After 


lm 


' ■ 
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cinema, you will get a stat screen displaying all of your 
exploits, including how much ground you covered, how 
many of the 199 items you found and a grade on your 
performance. In the background will be the new items 


Couipl^l^ count 

count 
Tolal timu 
W^IMzir zic 

Ruxiuizxjr ’tiivlsuiw 
Kokmi it^n co uni 
by *Irilw 
Hitting nlu ol‘ 


_ llOkni 

2.5393uu 
4^2/19^ +- 

kv 90.9 


Hit Liu v 


rste cii" shot 


txl: 8S.9 
:jr«: 91.0 

Vo r 72.0 
»ss: 100.0 


you can 


wt'V ' . A 


save 


Yo 


after this screen and start a new game, your saves will be 
gold and titled Next Fear. 


A After the credits roll, you will get this Game Result 
screen detailing various stats from your adventure. 


you play through the game. They are both inspired 
by B-rated horror movies. To be able to pick up the 
items, you must first get the gasoline can from the 
gas station garage next to the church. For this rea¬ 
son, you won't have access to them until you finish 
the school portion. 

After getting the gas, you can find the Chainsaw 

] j ■ ■ • 

in the chainsaw store down Bloch Street. It will be 
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The drill is located in the first floor of the 
Drawbridge tower. Both are lethal weapons and will 
save tons of ammo. When we used these fun new 
weapons, we were never able to run out of gas! 

The Channeling stone is a mysterious item that 
we have been only been able to get to work on the 
roof of the school and lighthouse. When used, it will 
allow you to see lights in the sky. We have no idea 
what the lights are or what the Stone does. 
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A You can't walk around while using the drill, but that's 
okay because you can just let the demons walk into you. It 
is not very effective if you face more than one monster. It 
can be aimed up or down for attacking birds and roaches. 


\ 




The game has four different endings, ranging from 
bad to good. The ending you receive is 
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e game. 

irig in the game as we 
flag point is whether or not you ran into Dr. Kaufman 

in 




dant on whether you save or kill Cybil. ; ||| 

If you never found the bottle of red liquid in the 
gas tank and if you kill Cybil, you will get the worst 
ending with a completely different boss. 

laufman^SilHTim^ 
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If you never met up with Dr. Kaufman, but saved 
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▲ One of the more mysterious objects in Silent Hill is the 


/re not exactly 
sure what it does, but you can find it in the convenience 
store near your wrecked jeep. 
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one fell swipe. 


out the ape demons in 
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Cede Junkie. You need 
ion cheat and password, 
'em now. Don't worry, our 
e best. Stay connected with 
supply will never go dry. 


Twisted Metal 3 

More Cheats 

The codes just keep rolling in for this game. Here's the 
latest. All are entered as passwords at the Password 
screen found on the Main Menu. 


Effect 

Ail Power Missiles 

Infinite Health 
World Of Ice 


Password 

.START, LI, START, 

LI, START 

.LI, □ X R1, START 

.♦ txx + 


cade FiH 

□F rhe manrh 


i The "All Pickups Are 
Power Missiles" code does 
just what it says. It turns all 
the power-ups for a level 
into Power Missiles. No 
other weapons will appear. 



MPPOtfTLfiU ; 
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< The "World Of Ice" code is one 
of the coolest for the game we've 
come across. It turns any level 
into a giant, slippery skid-fest, as 
if the entire level was carpeted 
by ice. It's actually pretty fun, 
especially in a two-player game. 



Every month there's usually at least one code in Code Junkies that totally blows open a game or 
increases the fun factor of a title to another level. Starting this month we've decided to pull-out those 
exceptional codes and cheat gems and award them with the dubious honor of Code Fix Of The Month. 
Look here for the hottest of the hot codes for the best games each month. 


Kensei: Sacred Fist 

Sub Characters, Bosses And Hidden Characters 

There is no single code for opening all the characters in 
the game, but here's how you do it legitimately — well, 
sort of. To open each norma! character's sub-character 
(the character you fight on the ninth round), you need 
to simply beat the game in Normal Mode with each 
normal character. At the end of the game, after the 
credits roll, you will get a message telling you the char¬ 
acter you just opened. To make it easier, set the 
game's difficulty to easy, the rounds against the com¬ 
puter to one and set the time limit to 20 seconds. You 

will notice that 
most of the 
sub-characters 
have similar 
moves to their 
counterparts. 
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4 To get the most 
out of this game, 
your character 
select screen needs 
to look like this. 


Sub-Characters 

Beat Game With 

Yugo. 

Yuli. 

Douglas. 

Allen.... 

Ann. 

Heinz. 

Hyoma. 

David .. 

Saya. 


* 4 * * * 4 


* * « * 
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Get 

Akira 
Quintao 
Cindy 
.., Steve 
.. . Arthur 
... Kornelia 
... Sessue 
... Mark 
... Genya 


After you get the sub-characters from ai! the above 
characters, go to Normal Mode (leave difficulty on 


easy, rounds set to one and time limit at 20) and finish 
the game again with the following characters to earn 
the game's bosses and hidden characters. 


Bosses 

Beat Game With 

Yugo. 

Akira. 


Get 

Zhou 

Kaiya 


This is probable the best 
character in the game, as 
Kaiya has several quick and 
damaging combos. 
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Hidden 

Characters 

Beat Game With 


■ 
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Kaiya 



Get 

Kazane (Has moves like 
Hyoma and Sessue's) 
Jeily/Billy (Billy is his 
alternate costume) 


< The hidden characters, 
Jelly and his counterpart, 
Billy, are both birds with 
human bodies wearing 
suits. Very bizarre! 


t-vfra ft/I Ant 
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As an added bonus 
to earning ail the 
characters, you will 
also open an entirely 
new mode! You'll notice an "Extra Mode" on the title 
screen if you scroll through the various game modes. 
The new mode is a racing game called Running Bugi. 
The game is simple. You select any character from the 
game and you race them around a circuit track in kind 


of a time trial race. It's not that fun, but a cool secret, 
none the less. 

l Hey, it's a new game! 
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After picking any character 
(each with their own stats) 
from the game, you will go to 
the course select screen where 
you can choose from eight 
different tracks to race. 




4 The graphics are pretty 
bland in the extra mode, 
but what are you complain^ 
ing about? You didn't even 
know this mode existed 
until now. 
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Change The Winning Pose Camera Angle 

Here's one last little trick we found. You can change the 
camera angle during your winning pose after winning a 
match by pressing LI or R1. 


The normal 
camera for your 
character's win¬ 
ning pose 
sequence is 
straight on. 1 
will raise the 
camera to the 
left, while R1 
(shown here) 
will move the 
camera down 
and to the right. 
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Animaniacs Ten Pin Alley 

Movie Cheat 

The best thing to happen to the cool Ten Pin Alley fran¬ 
chise was the addition of the Animaniacs and a funny 
story line surrounding the characters. The following 
code will allow you to see the whole story in one shot, 
as well as the rest of the game's plentiful animation 
sequences. To see all the movies, highlight the "Hall 
of Fame" option and press * * * □ 0 □ X. 



◄ As well as 
being able to 
play as several 
of Hie wacky 
characters, Hiere 
is also a running 
story line sur¬ 
rounding Pinky 
and the Brain 
and their 
attempt to take 
over the world 
at a bowling 
tournament. 


Blasto 

Blasto Codes 
We hate codes like 
these! Sure, there are a 
ton of cool cheats to try, but 
they won’t work unless you 
have beaten the entire game and 
saved. That means you're going to 
have to finish the game legitimately 
before trying any of these codes. All the follow¬ 
ing are entered at the first "Press Start" screen. 


Effect Code 

Alternate Appearance. * * * X : O 

Evil Blasto.. * * + * ♦ ♦ * ♦ 

4 * 

Special weapons.. ♦ * 4*4444 

* * (Rapid Fire guns, 
followed by a Flame 


Foul Cheat 

This is as basic a cheat as you get. Using it will allow 
you to win every time, but where's the fun in that? 
Every time you enter this code, the cpu opponent will 
roll a foul ball. To make the computer foul, first press 
and hold LI + R1 then press SELECT, SELECT, 
SELECT Next press and hold L2 + R2, then press . 


So if you 
just have to 
win, you 
now have a 
way to 
cheat by 
entering the 
foul code. 

Be sure to 
enter all the 
code before 
the bowling 
ball has hit 
the lane. 




No air needed to swim . . 


Small Blasto. 

Maximum health .. 
Blue laser. . 


Thrower, Heat Seeker, 
Ice Gun, and Nukes 

before repeating} 

4444444* 

# 

* * at the first 
"Start" screen, 

4 4 4 4 * 

* 4 4 4 4 

i 

4*44444* 


4 4 


Fire charged shots 


Motion sickness mode. 


44 4 4 * 4 4 4 

* * at the first 

"Start" screen, 

4444444* 

* 4 


Complete the game after saving all the babes. A new 
"View Babes" options will be available when the next 
game is started. 




ike other vehicle combat games, Dead In The 
ater has its share of cheat codes. All of them are 
entered on the Main Menu where you choose the 
type of game you want to play. Before entering each 
code, you must first press □ + to open the cheat 
mode. A chicken cluck will confirm that you have 
accessed the mode. Now enter one of the codes from 
the following list. 
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Once entered correctly on the 
Main Menu, you will hear 
another chicken duck. 
Automatically exit the cheat 
mode and you can now select a 
game to play. Press + 
before entering another code. 


R2, L2, R1, R2.God Mode 

LI, Rl, LI, L2.Infinite Missiles 

LI, LI, L2, LI.RC Boat Mode 

R2, LI, Rl, Rl.Big Waves 

R1,R1,R2,L2.Chicken Mode 

Rl, LI, L2, L2.Unlimited Special 

L2, R2, L2, Rl .Unlimited Turbo 

L2, L2, Rl, LI.Unlock Tracks 

R2, Rl, Rl, LI.Upgrades all boats 

to Level 2 

LI, R2, L2, LI.Upgrades all boats 

to level 3 



Enter the RC Boat 
Mode code and all 
the boats will be 
shrunk down to 
miniature, it's actu¬ 
ally cool, since it 
gives you more 
room to maneuver. 


The Big Waves 
code is absolutely 
insane. It makes it 
nearly impossible 
to get anywhere. 



4 In chicken 
mode, all the 
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CO 

opponents will 
be giant chick¬ 
ens that go 
around laying 
eggs, but not 
really causing 
any harm. 
Someone 
should tell 
them that 
chickens aren't 
water fowl, 
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eed help on a game? Then call the people who 
• made it. For your convenience, we've gathered 
the following fist of tip lines for PlayStation game pub¬ 
lishers. Most of the numbers are 900 toil calls, so be 




warned—they will cost you. If you are under 18, you 
should get permission from whoever pays the phone 
7 bill before calling. Also, we don't maintain any of these 
lines (other than our own), so we aren't 
for the information available on them. 

Stuck? Call PSM1 

. 

ICheck it out—PSM's new tip 
can access the Code Junkies 
lifirie fnr everv PlayStation game creaieui 

it doesn't exist' PSM's tip line also has the most corai^ 
waSugte and strategies for the latest game. And it s 

updated every month! 

Call 1-900-772-4PSM 

If vou’re under 18 years of age, please get your parents 
StotonLore calling. Calls are Mfigijgfr* 

Acclaim.. 

Accolade 
Activision 
American 
ASC Games.... 

Ascii. 

Atlus Software 
Bandai 
BMG.... 

| Capcom 

Crystal Dynamics ....isuu/ /o/-*wu/ 

•i Data East.(900) 454-5435 

Eidos W: J&^^/cinhv 

Electronic Arts. 

Fox Interactive. 

GT Interactive. 

Hot-B. 

Interplay. 

Jaleco... 

KOEI. 

Kokopeli. 

Konami... 

Lucas Arts..... ictuu/ / lu i 

Maxis...(510) 933-5630 


Microprose . 

.(900) 773-HINT 

Midway/Williams. 

.(903) 874-5092 

Mindscape . 

.(900) 7374468 

Mzirnpn 

1 M H HI wV i ,,. . 

.(900) 737-2262 

Ocean . 

.(408) 289-1200 

Playmates . 

.(714) 428-2112 

Psygnosis. 

.(900) 976-4468 

Ready Soft. 

.(905) 4754801 

SCEA. 

.(900) 933-7669 

Sis rra . . 

.(900) 370-5583 

Spectrum Holobyte . 

. (800)695-GAME 

Strategic Simulations . 

. (408) 737-6800 

Technos . 

. (408) 453-9828 

Tecmo . 

. (310) 787-2900 

THQ . 

. (900) 370-HINT 

Time Warner . 

. (408) 473-9495 

Trimark . 

. (310) 392-3243 

Ubi Soft . 

. (800) UBi-SOFT 

US Gold ... 

.. (900) 288-GAME 

Viacom .. 

. (303) 7394019 

Virgin . 

. (900) 2884744 

VR Sports . Ullll®LL;j 

. (714) 955-9592 
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< The Red 
Beam Mo< 


Wild 9 is a very challenging game. It is not impossible 
to beat, however, and with the following new cheats 
we've recently discovered, the task of finishing the 
thing is now much easier. All of the following codes are 
entered on the pause screen during gameplay. When 
you enter a code correctly, you will hear a noise. 


a weapon s 
beam to rec 
making it 
more 
powerful. 


All the 
codes are 
entered after 
you have 
started a 
game. 

During 
gameplay, 
press START 
to pause the 
action and 
then enter 
any or all 
of the codes. 


► The ten missiles 
and grenades 
codes will make 
a pick-up icon 
appear for either 
weapon next to 
your character. 


To see the effects 
of the Unlock All 
Levels code, quit out 
of your current game 
and go to the main 
menu. "Continue 
Game" should now 
be available when 
you start a new 
game. From there, 
cycle through all the 
levels in the game. 


Effect 

Red Beam Mode 
Add 10 Missiles 
Add 10 Grenades 
Restore Health 
Unlock Ail Levels 


Marvel Super Heroes Vs, Street Fighter 

Hidden Characters 

You will have not totally explored this killer fighter until 
you have accessed all the hidden characters. All are 
accessed by highlighting a specific character and then 
pressing a simple button combination. 



All the hidden characters can be accessed at the character 
select screen. 


Character Code 

Armored Spiderman.... Highlight Spiderman at 
the character selection screen, then hold Select and 
press any Punch or Kick button. 

Mephisto.Highlight Omega Red at 

the character selection screen, then hold Select and 
press any Punch or Kick button. 

U.S. Agent.Highlight Vega (M. Bison) 

at the character selection screen, then hold Select and 
press any Punch or Kick. U.S. Agent’s uniform will 
be gray for Punch or green for Kick. 

Shadow Charlie.Highlight Dhalsim at the 

character selection screen, then hold Select and press 
any Punch or Kick button. 

Mega Sakura.Highlight Hulk at the 

character selection screen, then hold Select and press 
any Punch or Kick button. 


Mega Zangief . Highlight Blackheart at 

the character selection screen, then hold Select and 
press any Punch or Kick button. 

Grey Hulk .... Enable the "Mega 
Sakura" code and pick Hulk as her partner. This color 
code should be universal for all characters. 

Exploding Dan Intro . Hold WP after selecting 

Dan as your first character. Release the button after the 
word "Fight" disappears. 



He's grey, he's padded, he's armored Spiderman! 



The Mega Zangief is a unique character. If you keep attacking, 
he can't get hurt, but he can't block. He looks pretty evil! 



This code is the perfect example of a code used for de¬ 
bugging purposes that was left in the commercial ver¬ 
sion of the game. Most cheats start out this way, 
except for those big head codes. To skip to any level in 
the game, including the bosses, you must first pause 
the game by pressing START during gameplay. Then 
press and hold R2 or L2 while you press + ♦ ♦ , + 
□ ♦ t * 4 4. You will hear an "ahh" sound when 


entered correctly and the de-bug menu will appear. 


Press X to enter it and scroll down to the " Level Select 
Menu” and press X. You will be taken to a menu list¬ 
ing all the levels in the game as well as an additional 
"Boss Level Select Menu" at the bottom. Highlight a 



? A B H 


selection and 
press X to 
enter the 
desired level. 

Your paused 
screen should 
now say "Debug 
Menu" after 
entering the level 
select code. 


► Press X and 
you will enter the 
De-bug mode 
where you really 
won't want to 
mess with 
anything except 
for the "Level 
Select Menu" at 
the bottom. 



DE3SG HESLf - CHEATS flFF 
SHORT SHORT STATS 
SHORT STATS 
llUl SELECT HERD... ■ 




*r 

« t . 



Once in the level select menu, highlight a level and press X to 
go directly there including all of the boss levels! 


InvincfbiHtv 



You'll never die again, unless you fall off something, if 
you use this code. The code to make you invincible is 
entered the same way you entered the level select 
code. During gameplay, press 
START to pause, then press 
and hold R2 or L2 
you press 4 4 4 
+ «*. You will hear 

an "ahh" sound when 
entered correctly. 

When you return to 
gameplay, you will 
notice that your health 
will never go down. 
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KfCAA Football '99 

Cheat Codes 


The following codes will activate a variety of things, from 
creating a 15 second quarter option to enabling faster 
players. To activate the desired code, go to the User 
Profile screen and enter any of the following as user 


names. More than one code can be entered at a time. 
After you hear "It's in the game" to confirm correct entry, 



.CHSuc-ur. 


as roicf 


ttUCT THE TEAM TO 5 AM TEM 
SETTINGS TO?., CHSTOfci HtffciMSiS, 
CUAlEfi FEMfS, AlIKILB, AN D 
SUBSimmOMSASE SAVED; 

E01 THIS TEAM. 


simply enter 

another user 

name or press 
to return to the 
Main Menu. 


■4 All the following 
codes are entered as 
user's names in the 
User Profiles screen. 


User name 

FASTNFUNKY 

OHAMISORE 

CMONGUY . 

PLAYWIZ... 

TWO CDS . . 

ILUVMOViES 

WATCHDOG 


Effect 

15 second quarters 
All stadiums 
Faster players 
Reveal CPU's plays 
View 112 team poll 
View FMV sequences 
25 second clock will not 
start until ref puts the ball 
on the line of scrimmage 


The various effects for 
the codes will be found 
in different areas of the 
game. For example, the 
15 second quarter code 
will activate a new 
option in the game 
option's screen. The 
FMV code, when 
entered, will create a 
new option at the bot¬ 
tom of the System's 
Option screen. 



'Imluevei' 

OBAilESHSGTK 

«Wof a£sc« 
ra.r n cities . 

HiJfT&WlCECUT 
T •' ilTOFATTCIT.K 


vhihtt 

IS SEC 

MINDIAL 

-,g 

i-OTNAt 
S&ViGAME 


Hidden Teams 

As usual, there are a ton of hidden teams to play. Just 
about every personal dream match-up can now be creat¬ 
ed or re-enacted by entering the following codes as 
user's names in the User Profiles screen the same way 


you enter the codes above. You should hear "it's in the 



£r\SPDf?T5. 


FASSEOBttl 


USE OF i-WE 




MfOOfM) 


game" when 
entered correctly. 
The new team will 
appear on the team 
select screen in an 
exhibition game. 

Sure, you can go with 
any of the classic teams, 
but the EA team is the 
one to go with, as in all 
EA games, it is the 
most powerful. 


Team User Name 

1973 Alabama.AJNADS 

1978 Alabama.DDPELOP 

1989 Alabama.GCRHIUSC 

1992 Alabama.CJOEOR 

1989 Colorado.BDAORN 

1996 Florida.OMJIER 

1993 Florida State.JROONB 

1996 Florida State.GRUSRL 

1982 Georgia.ISTME 

1983 Miami.MDAADND 


i 


1986 Miami. 

.. HMOEL 

1987 Miami. 

..JDALCK 

1989 Miami.. 

.. NJOH 

1991 Miami... 

..VSAEN 

1992 Miami. 

.. SICAH 

1994 Miami. 

.. . LEDIWS 

1965 Michigan State .. . 

., WRIFA 

1991 Michigan. 

... MFAEN 

1983 Nebraska. 

.. SJCOH 

1991 Nebraska. 

.. TEWGT 

1993 Nebraska.. 

... HEREWG 

1994 Nebraska. 

.. SDWA 

1973 Notre Dame. 

..CGEO 

1988 Notre Dame. 

. ..CSH 

1989 Notre Dame. 

. .. DAMYNO 

1968 Ohio State. 

.. POEWRO 

1979 Ohio State. 

.. RJOTNH 

1985 Oklahoma. 

..ZULU1 

1987 Oklahoma. 

.. TANDGWO 

1994 Oregon. 

... SDAIL 

1978 Penn State . 

... SFAEYT 

1982 Penn State. 

... SJOI 

1985 Penn State. 

..GNAMS 

1986 Penn State. 

...REERM 

1994 Penn State . 

... OLUTP 

1965 UCLA. 

. . . 1TAGM 

1968 USC. 

.. QSULI 

1979 USC. 

.. HSBE 

1991 Washington. 

... TJUO 

1988 West Virginia. 

... GHEOMO 

1985 Alabama. 

... DPUAT 

1975 Arizona State. 

... CLICK 

1969 Arkansas. 

..JGOBE 

1946 Army. 

. ..CURLHB 

1985 Auburn. 

...VSAG 

1984 Boston College ... 

... DWOUC 

1981 Clemson. 

... PZKP! 

1976 Georgia. 

... OPLTO 

1959 LSU. 

... BJRAO 

1984 Miami. 

...FERT 

1973 Michigan. 

... PSAPM 

1997 Michigan. 

... PWARSS 

1966 Michigan State ... 

... SWEEPRT 

1982 Stanford. 

, .. KEORH 

1971 Nebraska. 

... DOEFL 

1975 Nebraska........ 

... FIRELT 

1997 Nebraska. 

. .. QAULi 

1981 North Carolina .... 

... SEDEF 

1946 Notre Dame. 

... FOLTA 

1957 Notre Dame . 

... KPEAL 

1966 Notre Dame. 

... PSAON 

1974 Notre Dame. 

...JDEM! 

1970 Ohio State. 

... CAUSE 

1973 Ohio State. 

... MDAV! 

1957 Oklahoma. 

...SLANTG 

1971 Oklahoma. 

. ., ITGSIN 

1959 Mississippi. 

... ZAIDE 

1976 Pittsburgh. 

.., MiDJ 

1970 Stanford. 

. ..BSUGUS 

1997 Tennessee. 

... MAERUN 

1982 California. 

... CHELT 

1969 Texas. 

... RTACE 

1967 UCLA. 

... WSATL 

1988 UCLA. 

...GO 

1962 USC. 

..:YBUE 

1967 USC. 

... DTYX 

1974 USC. 

... FI CO FIT 

1988 USC. 

... XLL 

1997 Washington State . 

... TMER1G 

1962 Wisconsin. 

... XXL 


Tiburon.EAFLOR 

EA Sports.TBHOERG 

Random Stadiums 

Do you have a problem choosing from the tons of 
different stadiums to play your game in? If so, select 
Exhibition Mode and go to the Stadium Select screen. 
Once there, press and release L2 + R2 and the stadium 
names will scroll around like a slot machine, eventually 
randomly selecting one of them. If you keep hitting L2 + 
R2, a few hidden stadiums that are not normally selec¬ 
table will appear. 


Touchdown Celebrations 

College players like to whoop it up in the endzone as 
much as the professional guys do and, with the following 
button combinations, you can make your scoring player 
look like a fool. To make a player celebrate in the 
endzone, tap LI + L2 before you cross the goal line 
and once in the end zone, repeatedly tap one of the 
following buttons. 


Pose Button 

Heismen pose ..tap X 

Ball spike. tap 

Muscle flexing.tap □ 

Back flip.tap A 

Spin the ball...tap R1 





Invasion From Beyond 

Ait Ships And Weapons 

At the title screen, with "Press Start" and the spinning 
logos in the background, press LI R1 L2 R2 t + 4 «■ 
4444 . The message 'Ships and Weapons' should 
appear in the top left of the screen accompanied by a 
weird sound effect. Then go to 'Start New Game' and 
enter the hangar. Ail the ships and weapons to add to 
the ships wili be available for your selection. When you 
do activate the 'All Ships and Weapons' cheat, remem¬ 
ber to upgrade all the weapons with the infinite amount 
of scientists you currently have for maximum effect. Be 

new weapons to your selected ships 

you save 
to a memory card. 


Once entered 
correctly, you should 
get a message 
confirming the code 
in the upper left of 
the screen. 



ftfcS.EWBL. 






After you enter the code, be sure to head to the 
research screen to upgrade all of your new weapons with 
nearly a thousand scientists. 
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Kevin Nash. 

Scott Hall. 

Curt Hennig. 

"Macho Man” Savage 

Rick Steiner. 

Scott Steiner ....... 

Chris Jericho. 

Bryan Adams. 

British Buildog. 

Booker!. 

Dean Malenko ...... 

Wrath. 

Ultimo Dragon ...... 

Kidman. 

The Disciple. 

Chris Benoit. 

Scott Norton.. 

Konnan. 

Jim Neidhart. 

"Rowdy" Roddy Piper 

Buff Bagwell. 

Kanyon. 

Alex Wright. 


Ernest Miller 
The Barbarian 
Meng 
Fit Finley 
Reese 

Chavo Guerrero Jr. 

La Parka 
Eric Bischoff 
Mean" Gene Okerlund 
Miss Elizabeth 
Arn Anderson 


•SPiJHID 


■4 Enter the 
ring select 
code on the 
Options screen 


Thunder C es 

There are plenty of codes to try out in Thunder. The first 
few are entered at the main title screen with the words 
"Start Game'' and "Options". You will hear a noise 


mm P? 


auras 


■< The first 
few codes are 
entered direct¬ 
ly on the title 
screen. You 
will hear a 
different noise 
to confirm 
each code's 
correct entry. 


cmxnx 


Kimberly 
Larry Zbysko 


"Mongo" McMichael 
Kaz Hayashi 
Jimmy Hart 
Rick Rude 
Mike Enos 
Psychosis 
Juventud Guerre ra 
Rick Fuller 


v; 


. R1, R1, R1, R1, R1, 

R1, R1. 

R2, SELECT 
. R2, R2, R2, R2, R2, 

R2, R2, 

R1, SELECT 
. L2, L2, L2, L2, R2, 

R2, R2, 

R2, LI, LI, LI, LI, R1, R1, 
R1, R1, SELECT (note: The 
offensive and defensive 
attributes of each wrestler 
may now be adjusted at 
character select screen.) 




Moves ror borne Ot The Hidden Characters 
Since we're giving you access to all the game's hidden 
characters, we thought we should supply you with 
some of their moves. We only have moves for some of 
the extra characters, but it's better than nothing. 


Might Meter 


This ring is in the middle of a farm. Did you know that 
in the past, all farms had some sort of wrestling ring? 


To normally open any of the game's many hidden char¬ 
acters, you would have to win any championship with 
one of the normal characters. Each character releases 
another hidden character. Select one of the following 
wrestlers and win any championship to unlock the cor¬ 
responding bonus wrestler. We know you don't really 
want to spend your time beating the game with every 
character just to have access to all the game's 
wrestlers, so here's how you do it the cheater's way. At 
the title screen where the Press Start and Options 
selections appear, press R1, R1, R1, R1, LI, LI, LI, LI, 
R2, R2, R2, R2, L2, L2, L2, L2, SELECT. 


Eddy Guerrero | | \ 

Torso Flip. 

Swinging Head Scissors. .. 
Frog Splash (on turnbuckle) 


Van Hammer 
Back Suplex ... 
Gargoyle Suplex 
Tllt-A-Whirl 


Scotty Riggs 

Atomic Drop.X 

Reverse Arm Flip.♦ 

Blockbuster (on turnbuckle). + 


l-CAV.KNSp 


: 1 


Lodi 

Power Slam. □ □□ 

Atomic Headbutt. C □ 

Death Driver (on turnbuckle). ♦ XXX 


A What PSM Code Junkies section would be complete without c 
big head code? WCW/nWo Thunder as two of them, the second 
making everything oversized, including the weapons. 


Disco inferno 

■ •• . ‘ ••• ‘ v, - . . ’• 

Leg Sweep. □ 

Side Pancake. 

Apocalypse (on turnbuckle) . «■ 


There are also several wacky rings to 
have it out in. To find tlhe hidden 
rings, go to the Options menu from 
the main title screen and press 
R1, R2, R1 ( R2, SELECT. 
Each time 


The Barbarian 

Back Hits .. 

Gorilla Press Slam. 

Meltdown (on turnbuckle) 


press 

SELECT after that, the 
ring will advance by one. 
Continue to 
cycle through 
the rings with 
this method and 
P^pl the hidden rings 
will begin to appear. 
You can cycle the other 
direction by pressing LI, L2, 
LI, L2. followed 


After entering the code, you can go to the character select screen 
and choose from any of the game's many hidden characters. 


Wrestler 

"Hollywood" Hogan... 

Bret Hart. 

• . ' ' ' • , , 

Sting... 

Lex Luger. 

The Giant. 

"Diamond" Dallas Page 

Raven. 

Saturn.. 

Goldberg. 


Bonus wrestler 

Eddy Guerrero 
Van Hammer 


Leg Sweep. 

Death Penalty. 

Crippler (on turnbuckle) 


Scotty Riggs 
Horace 

Rey Mysterio Jr, 
Lodi 


Chavo Guerrero Jr. 

Torso Flip. 

Snap Suplex. 

Evenflow (on turnbuckle) 


'i' 'St 
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Nectaris: Military Madness 

Passwords 

Only one campaign is available right from the start of 
the game. To open the others, like the Original 
Campaign and the Hidden Main Campaign, you would 
normally have to beat the Main Campaign, then the 
next campaign and so on, until all were opened. To 
make the going much faster, we've acquired all the 
passwords for the game, including those for the hidden 
campaigns. Input any of the following passwords on 
the password screen accessed from the Main Menu. 



Find the password 
option on the Main 
Menu where you 
select your campaign. 
After entering a pass* 
word, you will get a 
message saying that 
it was accepted. 


Passwords 

Stage 

1 . 

2 . 

3 . 

4 . 

5 . 

6 . 

7 . 

8 . 

9 . 


Password 

RANDAL 

HUNDRA 

CINBER 

MARLIN 

BAYARD 

WEBLEY 

PAPKER 

MERKEL 

ITHACA 


10 .BAIKAL 

11 .SAVAGE 

12 .VALMET 

13 .MAUSER 

14 .KIMBER 

15 .BISLEY 

16 .MEANEC 

Passwords Por Hidden Main Campaign 
Stage Password 

1 .LADNAR 

2 .ARDNUH 

3 .REBNIC 

4 .NILRAM 

5 .DRAYAB 

6 .YELBEW 

7 .REKPAP 

8 ..LEKREM 

9 .ACAHTI 

10 .LAKIAB 

11 .EGAVAS 

12 .TEMLAV 

13 .RESUAM 

14 .REBMIK 

15 .YELSIB 

16 .CENAEM 

Passwords For Original Campaign 
Stage Password 

1 .REVOLT 

2 .ICARUS 

3 .CYRANO 


4 .RAMSEY 

5 .NEWTON 

6 .SENECA 

7 .SABINE 

8 .ARATUS 

9 .GALOIS 

10 .DARWIN 

11 .PASCAL 

12 .HALLEY 

13 BORMAN 

14 .APPOLO 

15 .KAISER 

16 .NECTOR 

Passwords For Hidden Original Campaign 
Stage Password 

1 .TLOVER 

2 .SURACI 

3 .ONARYC 

4 .YESMAR 

5 .NOTWEN 

6 .ACENES 

7 .ENIBAS 

8 .SUTARA 

9 .SIOLAG 

10 .NIWRAD 

11 .LACSAP 

12 .YELLAH 

13 NAMROB 

14 .OLOPPA 

15 .RESIAK 

16 .ROTCEN 


L/idUOIl oGcUS 


nevive 


n 
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If your dragon dies in combat, there is a 50% chance 
that you can revive the dragon if the tube where the 
dragon was contained is still empty. This will not apply 
if the dragon died of old age, you pulled out another 
dragon at the lab, cloned a new dragon or captured a 
dragon to occupy the tube. 

l)ragon Names 

he following names can be entered as a new dragon's 
[ame when one is born. The names, which are 
oecific to dragon type, will increase the various attrib- 
t$s like muscle or weight Most of these names 
lould be fairly recognizable. Also try entering Jaleco to 
i| what happens. 


ype 1, Muscle + 5% 


lame 



■u per man 

Manhunter 

atman 

Spiderman 

iash 

Hulk 

awkman 

Daredevil 

i rdan 

__ 11 

Wolverine 

.ame 


acension 

Preacher 

pawn 

Stormwatch 

)eadpool 

Crimson 

darkness 

Youngblood 

‘ightwing 

Shaft 


Type 3, Weight and Muse 

Name 

:le + 5% 

Type 7, Weight, Speed, HP, Special and Muscle + 
5% 

Vader 

Sorcerer 

Name 


Hummel 

Tesla 

Mathew 

Mohammed 

Gacy 

Hobgoblin 

Mark 

Greg 

Manson 

Red Skull 

Luke 

Steve 

Cobra 

Sabertooth 

John 

Ed 


Paul 


Michael 


IP A 


Name 

Gon 

Chun Li 

Ling 

Cam my 

Nina 

Diddy 

Kuma 

Daisy 

Panda 

Valentine 



Type 5, Weight and IV 

# V T *0* 

iiicrlo x k°/a 

Name 

Witchblade 

Lady Jay 

Fathom 

Scarlett 

Vampirella 

Lara 

Kitana 

Sonya 

Anna 

Leia 


Type 6, Special + 5% 


Name 

Goro 

Molaro 

Kin taro 

Scorpion 

Snake 

Raiden 

Kung Lao 

Reptile 

Cage 

Ryu 


Type 8 # HP + 5% 


Name 

Washington 

Earp 

Rommel 

Clinton 

Reagan 


Bush 

MacArthur 

Churchill 

Jefferson 

Roosevelt 



uoarmn 




Enter one of the names provided as the name of your 
dragon after you have cloned it. 


ei 
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A The first person view code is really coot. It makes for a totally 
different experience. 


Unlock All Tracks 

1. Go to the Options Menu and select Streaker 
difficulty level. 

2. Select freestyle mode. 

3. Select Jade. 

4. In Race Configuration screen, choose Stunt Goal 

5. In Race Configuration screen, choose 30000 points. 

6. In Race Configuration screen, choose Jade for Blade 
4 in the competitors option. 

7. Start race. 

8. Pause game. 

9. Quit out of race. 

10. Once in race configuration screen, press the A 
(cancel) button. 


A The spy cam code makes it look as though you are wearing 
nighf vision goggles, as it turns everything green. 


A This snow track is one of the several new tracks you'll be able 
to race without first beating the game. Enter the All Tracks code. 


Streak 

Unlock All Ride s 

Now you can play as any of the game's characters from 
the start. This title was developed by Single Trac, the 
company behind the Jet Moto series, so it figures that 
entering codes for the game would be about as tedious 
as entering the codes for Jet Moto 2. You are required 
to adjust ail kinds of settings, start a game, then quit 
and finally enter a button combination at the main 
menu to activate the cheat. 


1. From the Main Menu, select Freestyle. 

2. Select Sierra. 

3. In Race Configuration screen, choose Time Trial. 

4. !n Race Configuration screen, choose six Laps. 

5. In Race Configuration screen, choose Edge for Blade 
2 in the competitors option. 

6. Start Race. 

7. Pause Game. 

8. Quit out of race. 

9. In Race Configuration screen, press the A 
(cancel) button. 

10. In Select Rider screen, press (cancel) button. 

11. At title screen, enter f * LI R2 R1 L2 O SELECT. 

12. If done correctly, a box with the message "all 
riders enabled" will pop up near the bottom right of 
the screen for a few seconds. 


◄ To confirm that 
you correctly 
entered the Unlock 
All Riders code, 
you will get a mes¬ 
sage in a box in 
the lower right 
hand of the screen 
which will 
disappear after 
a moment. 


11. In Select Rider screen, press the g (cancel) button. 

12. At title screen, enter code: LI R1 ♦ + □ O L2 R2. 

13. If done correctly, a box with a message "all tracks 
enabled" will pop up near the bottom right of the 
screen for a few seconds. 


Secret Codes To Unlock Special Modes 
(these are the prizes given for beating the game) 

All the following codes must be entered on the title 
screen when the "code processing enabled" message 
is being displayed (after all tracks have been unlocked). 
Also, entering the same code again will disable 
the code, so that codes can be enabled and disabled 
as desired. 


◄I Look for the 
"code processing 
enabled" message 
at the bottom of the 
screen when enter¬ 
ing the secret codes. 
Because of the tim¬ 
ing required, they 
can be tricky to 
enter, but once suc¬ 
cessful, you will see 
a message pop up 
confirming entry. 


Effect Code 

Spy Cam Mode.SELECT A □ O O A 

O SELECT 

Super Slick Mode. <■ <■ «■ A ♦ A * A 

Super Stunt mode. □ R2 R1 O LI «■ + «■ 

First Person View. DAO SELECT 

♦ SELECT + A 

Full Confidence. . L2 R2 0 ♦ ♦ «■ + 

Unlimited Turbos. A A L2 □ □ □ R2 O 


After entering the ending movies code, you 
will find that all the characters end stories go 
much the same way with the winning rider 
being asked to join the "Clave", a secret 
organization. After the last cinema, you will 
a silly picture of the development team. 


All Ending M ovies Displayed 
This code will let you see all the game's ending cine¬ 
mas. It is entered basically the same way you enter the 
Unlock All Riders code. 


1. Select Freestyle from the Main Menu. 

2. Select Edge. 

3. In Race Configuration screen, choose Time Trial. 

4. In Race Configuration screen, choose five laps. 

5. In Race Configuration screen, choose Pierce for 
Blade 2, Havoc for Blade 3, and turn Blade 4 to Off in 
competitor's option. 

6. Start Race. 

7. Pause Game. 

8. Quit out of race. 

9. In Race configuration, press (cancel) button. 

10. In Select Rider, press (cancel) button. 

11. At title screen, select options. 

12. Select credits while holding down L2 and you will 
go straight to the cinemas. 
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Hi-Temp Flame Thrower 

Infinite Hi-Temp Fuel. 

Super Zapper. 


Max Evasion 


801aab140001 

801aab200001 

801aab2c0001 

801aab380001 


Have Ail Elements 


800d73cc4e20 

800d74900001 

800d749203e7 

800d74940001 

800d749603e7 

800d74780009 

800d74ce03e7 

800d71ca4e20 

800d74680001 

800d746c0001 

800d74700001 

800d74740001 

800d74780001 

800d747c0001 

.800d74800001 

.800d74840001 

.800d74880001 

.800d74f40001 

,800d74f66000 

,800d74f80001 

,800d74fa6000 

800d75000001 

800d75026000 

,800d747c0009 

,800d74d203e7 


Infinite Armor. 

Infinite Holy Hand 


801aab5c0001 
801aab680001 
801aab740001 


Have Z Key Card. 

Have ZFX Energy Cell. 

Have Fhloston Tickets. 

Have Mondoshawan Key 
Have All Activators. 


Laser Gatling Gun. 

infinite Laser Gatling Ammo 

Infinite Health. 

Crossbow..... 

Desert Eagle... 

Combat Shotgun. 

Buffalo Rifle. 

Gatling Gun. 

RPG. 

Flame Thrower. 

Energy Weapon. 

Freezer. 

Bio Mask. 

Infinite Bio Mask Energy. 

Goggles. 

Infinite Goggle Energy. 

Infinite Medkits. 


Enable Eddie Guerrero.. 

Enable Hammer. 

Enable Stevie Ray. 

Enable Scotty Riggs. 

Enable Horace. 

Enable Rey Mysterio Jr. 

Enable Lodi. 

Enable SickBoy. 

Enable Disco Inferno.... 
Enable Am Anderson.... 
Enable Bobby Heenan.. 

Enable Kimberly. 

Enable Prince iaukea.... 

Enable Vincent. 

Enable Tony Schiavone. 
Enable Iron Mike Tenay 


30079f960001 
300791970001 
30079f980001 
30079f990001 
30079fa40001 
30079f a50001 
30079fa60001 
30079fb50001 
30079fb60001 
30079f b70001 
30079fb80001 


801aaa040001 
801aialc0001 
801aaa340001 
801aaa4c0001 
801aaa640001 
801aaa940001 
801aaaac0001 
8003d0c0000f 
801aaad80001 


All Cars Unlocked 


All Tracks Unlocked 1 
All Tracks Unlocked 2 


Incediary RPG. 

Infinite Incendiary Rounds 


Tarot Reading 

Normally beating story mode will open the Tarot 
Reading option in the Options Menu but with the fol¬ 
lowing code you can open it immediately. This is basi¬ 
cally a bizarre little mode where you get your cards 
read. It's actually kind of fun but won't put any psychics 
out of business. At the press start screen press U, T, D, 
T, U then check the options to see the effect. 


Alt Characters 

With the bonus characters you will 
) bring the total amount of charac¬ 
ters from 10 to 16 characters. At 
the press start screen press R, R f 
T, L, L and you will hear 
/ applause. Now start a 
rj/ game in any mode and 
v/' \ when you get to the charac- 
■T*/ ter selection screen there 
my' will be a lot more characters 
¥ to choose from. 


Bust-A-Move 4 

Bonus Levels 

if going through all the game's le\ 
n't get you hooked try the bonus 
levels. They are accessed by 
pressing T, L, R, L, T at the start 
screen. When entered cor- 

'gMM| mmtm 

redly a 


green guy will pop 
up in the bottom right of the screen. J 
Now go to Puzzle mode and choose 
Arcade and when you start you will be 
playing on all new levels. 




.V.‘. .Ukfr 






***** 


a Enter the code on this screen and when your done a little green 
guy will spin around in the lower right. 


A When you get your cards read you actually get to 
cut the cards. 


Wow! Look at all those cute little 
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Look! Up in the sky! It's a bird, it's a plane... It's the PSM gang! (Man, we look goofy!) 


rrom an opponent? Well, 
Square is going to set a ” 


o 


mav times vou can 



ably wasn't a limit in the 
because Square wanted it to 



2. It looks like the PocketStation will 
run on batteries, but will use the 
PlayStation power supply when it is 
plugged in. 

I am looking for a perfect RPG to buy, 
and since you guys know everything 
about almost every videogame released 
for the PlayStation, I thought I might ask 
you which one to buy. I was thinking 
about getting either Xenogears or Lunar: 
Silver Star Story. I know that you rated 
Xenogears the third best of 98, but I still 
have an urge to go for Lunar.SSS. Which 
one should I get? 


acter designs. They're so cute and 
beautifully drawn in really cool anime 
cinemas. The game won't break any 
precedents for best graphics or most 
sophisticated gameplay, but if you 
don't sniffle at some of the drama {I 
can't possibly ruin any of it for you}, 
you're an unfeeling cad. But also 
keep in mind that Lunar: SSS will 
carry a heftier price tag for all the 
goodies that will come packed in 
with it. My advice... try renting 
Xenogears first, then decide if you 
want to break the bank on it. 


1.1 love the anime series Neon Genesis 
Evangelion. Does your staff harbor any 
fellow fanatics? The reason I ask is 
because I have heard that there is a 
PlayStation game based around the 
series, and I want to know if it is 
any good. 
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I have few questions for 
you guys: 


1. In the Final Fantasy 
VIII demo, it seemed 
much too easy and 
repetitive to be drawing 
from enemies every 
time you want a 
new spell. Will this 
problem be fixed in 
the final version? 


2 . Does the PocketStation 
use batteries or does it run 
off of the PlayStation's 
power like the dual 
shock controller? 

ADAWG7734@aol.com 
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$ Like it or not pal, the constant 
fighting and spellcasting in 
Final Fantasy appears to be 
here for the long haul. 


Brady Rosino 
Sylvania, OH 


FRAN: That's a tough decision, 
Brady. The choice depends entirely 
on what you like in an RPG. 
Xenogears has a complex fighting 
system with a really long solid quest. 
The only real problem that I found 
the game is the inability to skip 
long ingame cinemas or speed 
oque. Other than those nit- 


eaiai 


ickv bits, the game has superb char- 
and some very unique graph¬ 
ics. Plus, what other RPG lets you 
control a cool mecha? Lunar: SSS is 
classic in a more traditional sense 
ith 2D graphics, a very straightfor- 
juest and minimal side mis¬ 
ts. But the real strength of Lunar: 
SSS lies in the dialogue and incredi¬ 
bly memorable characters and char- 


2.1 think that everyone can agree when 
I say that Gran Turismo is one of the 


A Don't worry, Jacob. Gran Turismo 2 is 
gonno be absolutely fantastic! 


•: • : ■ : 


greatest PSX games of all time, bar 
none. But doesn't that translate to a big 
problem for Sony? I mean that they will 
really have to out do themselves for 
GT2 .1 have no fear, though. In my opin¬ 
ion, they should make the game huge. 
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Each month, we put the controller down for a moment to focus on a different aspect of PlayStation gaming. We 
invite debate, so please drop us your opinion on this month's topic at PSM PAUSE, c/o imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@imaginemedia.com (just be sure to put "Pause" as the 
subject heading). We will run the best of your responses here in this section. 



Ultimately random acts of violence would begin to 
pop up everywhere, escalating to the total destruction 

see a horrific 


This Month's Topic: 

What If PlayStation Failed? 


of modern civilization as we know it 
scene where ape people rule the surface world, and 
the Statue of Liberty stands defaced with an aii-too 
familiar purple polygon head. You damn hairy apesi 
Okay, so maybe that all sounds a little far-fetched. 
This is where you guys come in. i want you to tell me 

_ what you think would have really 

happened if Sony had blown it early 
on. Who would major PlayStation 
supporters like Namco and Square 
have aligned themselves with? 
Would Sega Saturn have stood a 
chance? Would Nintendo have dominated, or would 
overall videogame sales have slowed down? Just 
send your thoughts to the address at the top of the 
page, and i'll print your most interesting responses. 
Remember to include your name, and keep it brief! 


All of my favorite games involve love and other deep 
emotions. Remembei Lufia 2 for the Super NES? I'll 
never forget when Tta left Maxim because she loved 
him so much that she couldn't see him harmed in bat¬ 
tle. It showed just how strongly two people can love 
each other. Also, what about Snake and Meryl in 
Metal Gear Solid? These are the games—the deep, 
emotional games—that leave an impact. 


D n honor of April Fool's, I've picked a really 
bizarre topic to talk about this month. What 
would have happened if (gasp!) the PlayStation had 
bombed? Gamers around the world would have been 
deprived of so many great games, 
and us guys here at PSM wouldn't 
even have jobs! Still though, I have 
thought about it, and here's how I 
think it would have turned out: 

It could've started on a simple 
twist of fate. Sony was all set to go with an alternate 
marketing plan, but ditched it for the classic "U R 
NOT E" ads just before launch. The original idea 
focused on this purple head made of polygons, who 
went around shouting Japanese at people to promote 
PlayStation. Honest to God. 

Now, had Sony gone with its original plan, things 
could have very easily turned out for the worse. 
Without the coolness factor that those first ads creat¬ 
ed, gamers would have quickly realized that 90% of 
the titles at launch were total crap. Having been disil¬ 
lusioned on the ''Next Generation" of gaming after 
playing Total Eclipse Turbo and Street Fighter; The 
Movie, gamers could have very well moved on to 
other forms of entertainment. Sega's Saturn still 
wouldn't have done any better, and by the time the 
chronically-delayed Nintendo 64 came out, the 
videogame market would have al! but disappeared. 

Without the release videogames, the public would 
have built up anger and angst to dangerous levels. 


"TIMINGS could HHVE 
VERY EASILY TURNED 
OUT FDR THE UIDRSE« 


Lyle Lumamorer 
Sir Lyle l@aoi.com 


Ada's confession of her love to Leon in Resident Evil 
2 was a nice touch, and it helped to show that human 
emotions can survive a crisis. It made Leon seem 
more real; he wasn't just the cliched "good guy" fight¬ 
ing the "bad guys". 

On the other hand 


didn't buy Skullmonkeys to 
see Klayman ride off into the sunset with seme clay 
woman. Come on, i he guy farts out of the top of his 
head! My point is that love in a game should be total¬ 
ly dependent on the rest of the storyline. 




Al Skalwold 

denree@anti-social.com 


n I was so damn happy when Sephiroth laid his blade 
\ right down Aeris' spine. Now, you may say I am a 
ia\ demented and deranged person, but I'm tired of 
cornbail and cheese-filled videogames with love 
as the main topic, i want a game revolving 
around a loner, with no silicone-filled girls in it. By 
the way, love is not the most powerful emotion—the 
most powerful emotion is the feeling of laying the 
smack down on your enemy as you finish him off! By 
the way ladies, I'm single. 


Here are your responses to our Pause topic for issue ; What we need to see is something fresh in our 
18 {February, 1999}. it was tough trimming down the i games, something that has more to do with a charac- 
tremendous amount of letters we received to the few ; ter that we get to know and love. Once Final Fantasy 
that follow, so we tried to pick ones that took a slight- j VIII comes out here in the States, the word "love" is 
ly different angle on the subject. I going to have a new meaning in the gaming world. 


Richard Pajooh 
RYU5@prodigy.net 


if you put a fairytale ending into games where the guy 
gets the girl, then I am afraid you would be leaving out 
a very important gamer, me. What pleasure would I 
have saving a female? I would knock her on her butt 
for putting nerself in that situation in the first place. If 
you were able to set your gender, then that would be 
better, as i long to gaze into the eyes of a handsome 
man who is waiting for me to rescue him. If you only 
want the stereotypical weak female, then no thank 
you. i already have to deal with chicks in games that 
are drawn so non reality-based that they are utterly 
hideous, and I only hope that the younger generations 
don't see them as ideal. 


Not only do 1 think love should be included in i Chris Crookston 
videogames, I believe it should play a larger role in the j KainLyghtWynd@Juno.com 
outcomes of games. Even after Aeris' death in Final j 

Fantasy VII, there was still something between Cloud i Love is one of the biggest emotions out there, but it's 
and Tfa, yet nothing resulted. j not a game, if you put love into megabytes and bits, it 

The endings of most games are predictable—the j becomes crap. Take Metal Gear Solid. This is my 
bad guy dies and the world is saved. However, love i favorite game for PlayStation, but when Otacon likes 
mixed in with the other aspects of gaming gives an j Sniper Wolf and he asks Snake about love, it gets 
added incentive towards completing the game, j dumb. It's not that I'm afraid of love or "cooties", I just 
Shouldn't great games have great endings? i don't want to see it in between killing people and 

! blowing up buildings. 

Ryan Jenks j ^ /T\ 

RJenksDX@aol.com i « 


PS Vixen 

psvixen@yahoo.com 


Love has its ups and downs in gaming, but can it real- i , 
iy affect us? I know that just about anyone who has j 
played Final Fantasy VII nearly cried because of what m 
happened to Aeris. As the gamer played through the i 
game, they began to know Aeris; who she was, her ; 
personalities, etc. ! m 

It's just a killing rage you get when playing a game j |jj 
like Duke Nukem, and it gets boring after awhile, i M 


CHRIS: Hmm, well, it looks like the majority of 
our readers definitely aren't afraid of the cooties 
and are in favor of having romantic angles in their 
games. Only the coming year will tell if 
developers will allow their characters 
the luxury of a satisfying emotional life 
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(Continued from pg. 102) 

They should make one disc totally dedi¬ 
cated to tracks and the like, and another 
disc could be used for cars and the cus¬ 
tomization effects thereof. Would this 
be a viable and feasible option? 1 realize 
that it wouid make for a great 
deal of loading time, but the 
effects that could be created 
would be incredible. Could 
Sony be doing this or some¬ 
thing to that effect? 

3. I love simulation games 
almost as much as role play¬ 
ing games. And I share your 
desire for FFVill, but I know 
that its release is a good deal 
of time away, so can you 
recommend any good 
sim games to 
acquire in the time 
being? I already own 
Sim City, Theme Park and 
Hospital. Any more I am over looking? 

Jacob Wasem 
Crestwood KY 



Theme 


times and not get bored. I have some 
questions that I hope you can answer 
for me. 

1. Where can I find Final Fantasy VII and 
Metal Gear Solid toys? Will they come 

out with FF VIII toys? 

2. When will Final 
Fantasy IX come out? 

3. Will there be a sequel to 
Metal Gear Solid ? That 
would be sweet. 

4. Can you put out some 
more memory card 
stickers soon? I got a 
Performance memory 
card for Christmas and it 
has a dorky little sticker on it that 1 
C don't like. 

5. I am confused with 
PlayStation 2. Will it only play 
newer games? Will the old 
console work with the newer 

games? Many 
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my favorite anirrse series ever. But 
man, what were they thinking with 
that ending? Sheesh As for the 
game, we haven't actually played ft 
because of the fact that it is laden 
with some major Japanese text. 
From what we've heard, the game is 
part love simulation, part strategy 

we really haven't played it 


f ^ 


g 


a 


£u. 


f all. 


2. Gf2 is coming and it. IS huge. Just 
you wart and see. The team suppos¬ 
edly has some serious surprises in 
store for the faithful 

3, Civ 2 Is the ultimate "Sim" type 
game. We reviewed it last issue and 
gave it 4.5, so if you haven't picked It 
up by now, you're really missing out 
By all means, however, avoid A-train. 

Hey, I have been a subscriber since 
issue #12. You have a kick ass mag and 
I can read the same issue hundreds of 


impossible to*find? P e0 P le tel1 me * 
_ ferent things and I 

am confused. 

6 . Just out of curiosity, do you guys ever 
read one of your own mags? 

Greg Currier 
camcere@gte.net 

► FRAN: Tha nks for die compli¬ 
ments on the maq, Grsq. Ill try to 

mjF* O Jr 

answer your Questions. 

1. There are a few different places to 
find the action figures for FFVll and 
MGS. I recently found a store in San 
Francisco that carries every action 
figure that you coufd possibly want 

m J. J7 

They had everything from Resident 
Evil toys to Macross dolls to Star Trek 
figures. I'm not sure if they do mail 
order, but if you're in the Bay Area 
you should check them out at: 


Growell & Company on Clement 
Street between 4th Ave. and 5th Ave. 
Otherwise, you can probably find the 
MGS figures in any Toys 'R' Us store, 

W M M 4T 

while the final Fantasy stuff may be 
a little more difficult to track down. 
Trv a KayBee Toys or even an 
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electronics Boutique.» you still cany 
find them at those outlets, try order- 
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! have a question about the Street 
Fighter series. If Street Fighter Alpha 3 
came before the other Street Fighter 
games, then why are Thunderhawk, Fei 
Long, and others in it? Did they decide 
to quit the tournament until Super Street 
Fighter? And what about Street Fighter 
1? No one ever heard of these other 
people? If those are the first set of 
games, then why 
are the Street 
Fighters 
more 


Drea ; 
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mg on ft! You can foe assured that 
there wdf be stickers in future 
issues of the mag, so stay tuned. 

5. While there are a few kernels c 
info leaking out about Sony's next 
console, the company's been really 



Captain 
America 
needs no back 
story... but he 
gets one anyway. 
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expecting to hear a little more 
about the chip that's being used in 

m v 

the PfaySfation 2 sometime in the 
coming weeks, but beyond the 
upcoming info, we're left with a lot of 
rumors and speculation. What we 
have heard regarding backwards 
compatibility fr.e. the 


to play older games manufactured 
for the PSI) is that SCEf in Japan was 
in a quandary as to whether rt would 
or wouldn't use it At least we know 
that they*re considering it, but they 
have yet to announce any specifica¬ 
tions or real hard information about 
the system beyond MPEG capabili¬ 
ties and the ability to display 10 mil¬ 
lion polys per second. Other than 
this, expect the introduction of the 
PS emulator for Macs to bring up 
even more questions about what 
Sony's next system will include. 

6. You bet we do. After the bound 
issues of the mag come into the 
office, we always pour over the 
pages checking out the finished 
product. Believe it or not, the only 
editor to read the whole mag before 
it ships to the printer and onto the 


experienced in them and not Street 
Fighter II? What time did Marvel 
Superheroes V.S. Street Fighter take 
place? Sakura's in it?! And finally my last 
question, it has been rumored that 
Charlie became Blanka. How is that so? 
Blanka's real name is Jimmy? At least it 
was when you beat the Street Fighter II 
games. I hope you can answer at least 
some of these in your next issue of 
PSM, because I'm sure a lot of fans are 
confused about these problems. 

Philip James Han an 
phiihanan@hotmail.com 


STEVE: Philip, you have finally 
discovered why fighting game back¬ 
ground stories are pretty much use¬ 
less. When you have so many titles 
with the same characters in them, 
you start digging yourself into a hole 
that is hard to climb out of. 
Originally, the Alpha series was sup¬ 
posed to take place in between the 
first Street fighter game and Street 
Fighter II. However, that whole thing 
got knocked out of whack when 
Alpha 3 got made. Now we have 
characters, such as Fei Long and Dee 
Jay, who are not supposed to appear 
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Hey what up, y'all at PSM? i have a few 


until many years later when the 
Super series takes place. The only 
series that is pretty consistent is the 
straight Street Fighter series. 
Gamers should treat the Alpha , and 
versus games separately and not 
consider them as part of the normal 
Street Fighter universe. 

Just the other day I decided to dig into 
PSM's past and look at issue #1. Man, 
how far you guys have come without 
changing is what makes you great! Your 
reviews have greater clarity and depth 
and you cut the fat of the parts of the 
magazine that weren't important (this 
does not count Bill Paris' Nihon Game 
Otaku). You now even have a woman on 
the staff—I was wondering when that 
would happen. Here are a couple of 
questions I would like to ask: 

1. Do you use Quark Xpress to for layout 
of your magazine? If you do not use 
Quark, then what do you use? 

2 . I just read on the internet yesterday 
that a company put out a commercial 
PlayStation emulator for Macintosh G3. 
Are you guys going to go in depth into 
that anytime soon? Do you think it is a 
good thing for the gaming industry to 
sell commercial emulators? I like the 
feeling I am getting away with some¬ 
thing illegal with my Super NES and 
NES emulators. 


3. Can you guys do a special survey on 
what your readers consider to be the 



best and worst PlayStation games they 
have every played? It would be great too 
see what people think, especially in the 
hate department! 

Scott Douglas 
srdouglas@netscape.net 

► CHRIS: Glad you're enjoying the 
mag, Scott! 

1. Yep, we use good or Quark Xpress. 
ft's powerful, versatile, and even 
design amateurs like me can figure 
it out! 

2. Well, if you saw our huge lead 
news story last issue, then you know 
we're all over that story. As for my 
personal opinion on emulators... I 
think it's a mixed bag of both good 
and bad. I think it's way cool to be 
able to play my console games on 
my computer, mostly because the 
monitor screen is better, and yeah, 
you do get that feeling that you're 
doing something that you weren't 
supposed to be able to do, I would 
still much rather play console games 
on my console however, because 
they were made for each other; the 
controls work best, and you don't 
have problems trying to adapt things 
like Memory Cards to work on your 
computer. 

What we forget though, is that 
the real downside to emulators is 
that many of them allow less rep¬ 
utable companies to produce pirated 
software (this is not the case with 
Ccnnectix's Gamestation, however). 
And when that happens, we are all 
punished because game manufactur¬ 
ers are forced to raise prices to cover 
their fosses. Why should you pay 
more for a game because other peo¬ 
ple are stealing them? 

3. Hey, not a bad idea there, Scott! 
Well have to think on that one. 

$ 

^ PlayStation emulators for the Mac: 
good, clean fun, or the doorway to a 
world full of costly videogame piracy? 


questions and comments: 

1. In the February '99 issue of PSM, the 
article with the title WCW/nWo Thunder 
was good, but you made some mis¬ 
takes. In the finisher cart, the man you 
called "Eric Nash" is named Kevin 
Nash, not Eric. His finisher is called the 
Jacknife Powerbomb, not the "Super 
Powerbomb". 

2. Is there a sequel to the best 
PlayStation game ever made WWF 
Warzone? I thought the game was out¬ 
standing and Acclaim is stupid to not put 
out another with the popularity of the 
World Wrestling Federation. 


3. Is it just me or is 989 doing a really ter¬ 
rible job on sequels? Twisted Metal 3 
and Coot Boarders 3 were probably the 



A Coo! Boarders 3: Horrible sequel or just 
bad taste in clothes? 


worst sequels ever made! I know we all 
have different opinions, but I think 
Singletrac and UEP did a much better 
job with those two games. 

4. I've heard strong rumors that the 
PSX2 will be called the "T-Rex". 
Personally, I think that is probably the 
dumbest name ever, but I'm not creat¬ 
ing the system now, am I? 

JSFB@aol.com 

► STEVE: Hey, yo! JSFB, how are 
you doing? As a wrestling fan, I have 


to take full responsibility for the mis¬ 
takes in the February preview of 
WCW/nWo Thunder. 1 must of been 
half-asleep when I wrote it because I 
would not normally make those 
types of errors. Thanks for catching 
them, though. Speaking of wrestling, 
what do you think of this whole 
Wolfpack situation? It looks like 
Hogan is back for good and looking 
to streamline the nWo. f wonder 
what Sting and Macho Man are 
going to do? 

Switching over to the WWF, Acclaim 
is currently working on the sequel to 
the extremely popular Warzone title. 
The new game is going to be called 
WWF Attitude and has the potential 
to completely surpass Warzone. 
Well be doing a full preview as soon 
as we get some screenshots. 

As for 989 Studios, I can see where 
you are coming from. Aside from the 
two football games (GameDay and 
GameBreaker), the company doesn't 
seem to have a very good track 
record with sequels. There should 
have never been another Twisted 
Metal game if SingieTrac wasn't a 
part of it. The sad thing about Cool 
Boarders 3 was that UEP systems did 
still develop it. 989 didn't really have 
anything to do with that one. 

"T-Rex" was one of the original code- 
names for the PlayStation 2 project. 
Considering that the project has 
gone through numerous changes, 
the name probably no longer applies. 

I think that the final name for Sony's 
next console will sound a lot like 
PlayStation because Sony wants to 
keep that name recognition going. 
Something like GameStation or 
FunStation or even PlayStation 128 
seems feasible. 

To PSM Magazine: 

1. What's the word on Poy Poy 2? All 
I've seen and heard is "it's coming", but 
when exactly is it gonna come out? 
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Welcome to the Fan Art section! Each month well be taking a look at the coolest PlayStation fan art 
from the hottest new talents around. If you've done an illustration that you'd like to see printed here, 

copy! (We'll take originals too, but we won't be able to return them). 


then by all means send usfa 
Address it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. 

high-resolution digital format e-mail it to us at 


Even better, if you have the art in a 

psm@imaginemedia.com, and label the si 


An artist sim¬ 
ply called " " 

sent in this awe¬ 
some illustration 
of Tifa springing 
into action. See 
Inore of KV's 
stuff at 
castie.anime- 
manaa«ne i . 




we've had for 
awhile now. The 
mix of drawn 
art with a photo 
background is 
done very well! 


•4, Claire's kickin' major 
zombie butt in this pic 

by Matt Merhoff. 


always 
sends us 
impressive 
works. See 
more at 


always 
does great stuff at 


Here's another 
one from K . 

We usually 
don't run two 
works from the 
same artist in an 
issue, but they're 
just too good! 


Thanks to 




for this pic of 
the ultimate 
dream team 
M combo! 


Jen Seng 
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2. Okay, l suppose you guys love arcade 
games, and know a company named 
"SNK". Why SNK of America doesn't 
translate the US version for us? There 
are some many great hits on arcade sys¬ 
tem (they all transplanted to PSX in 
Japan), things like Fatal Fury ,; Samurai, 
and King of Fighters series. Why they 
don't do it here in America!? I know 
they brought KOF95 and Samurai III 
years ago. But why did they stop the 
translation? I wish I can get a good 
respond on it. 

3. Do you think SNK will do any of those 
games on Dreamcast? 


4. You know where can I order good 
game posters on internet? 

5. What about open a section for selling 
import game goodies on PSM? Things 
like key-chains, T-shirts, soundtracks, 
etc. It would be nice if you guys can 
offer that, and I will definitely be the 
first customer! 

ChocoboDJ@aol.com 


DLMI\ 

got some answers for ya! 


E: Yo, Yo, Yo ChocoboDJ, I 


1. That's all we know! Really! It may 
not ever make it the US, though. 


because we haven't heard anything 
from Konami on it at all and we 
already have seen a pretty big chunk 
of its release schedule for '99. 

2. We know SNK, oh yes. Samurai 
Showdown II is still one of my fight¬ 
ing games of all time (or Samurai 
Spirits in Japan). Unfortunately, after 
the first 2 conversions, nobody has 
really wanted to bring the ports of 
SNK games over to the US. It could 
be that they sold poorly or maybe it's 
just people are afraid to bring 2D 
games over. If you can play imports, 
however, there are a wealth of SNK 
games for you. The entire King of 


Fighters series has been ported to 
PlayStation, There are versions of 
Samurai Showdown 1+2 (in one 
package), Samurai 4, Samurai RPG, 
Metal Slug and many more. If you're 
really into the SNK stuff it might be 
worth your while to get into the 
import scene although you will need 
to get a chipped PlayStation or other 
way to play the games. 


3. In Japan, probably. SNK games are 
very popular there and SNK suppos¬ 
edly has a deal with Sega. 


4. Try gamecave at www,game- 
cave.com or NCS at www.ncsx.com 
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we would like that, we just 
ve the facilities to import 
sell it. The websites I men¬ 


tioned above sell that stuff though. 


I was looking at the video game industry 
the other week, and I thought to myself. 
"Are all the original game ideas used 
up?" What I mean is we're seeing 
these days a market full of sequels and 
"me too''-type games with very little 
original concepts. 1 tested myself to try 
to think of a new type of game that I 
would like to see, I came up with noth¬ 
ing because it's all been done before. 
Games like Metal Gear are called revo¬ 
lutionary at times, but it's not really a 
whole new idea, It's an enhanced ver¬ 
sion of its old games. It is still a fun 
game, but how much better can games 
get? The PlayStation 2 and other new 
systems will probably offer only better 
graphics and faster gameplay. I hate to 
think this way, but maybe the game 
industry is doomed. Maybe not today, 
but in the near future. I know I am 
finding myself less and less interested 
in video gaming than I used to be. 
Most of my friends are too. What do 
you guys think about industry and 
where it's going? 


AMGreasers@aol.com 



► CHRIS: Sometimes it can seem 
like ail the good ideas are used up. 

then the next 
Resident Evil or Tomb 
Raider pops up, So, 
don't worry, there will 
always be slow peri¬ 
ods in gaming where 
it seems nothing new 
is going on, but that 
next great, original 
game is always just 
around the corner. 


Hello PSM guys from all 
the way down here in 



Nuevo Laredo. I have some ques¬ 
tions for you: 


1. You said a while ago that PSX 
color feedback controllers were 
coming out in the US, but I haven't 
been able to find any in local 
stores (Laredo, Texas). An electron¬ 
ics boutique guy said they were 
only released in Japan. Is that true? 


2. If that is true, does a Japanese 
controller work with a US system?, 
because this guy had no clue about it. 


Homero Gonzalez de la Garza 
xe2dx@globalpc.net 


especially when you consider that 
Sony should have making remotes 
down to a science by now. 


2. Hey, that's another great ideal 
Unfortunately, with both of 
your additions you've just 
hiked the price tag of the 
console up quite a bit. 


play without having to go all the 
way over to the PlayStation, changing 
the CD, turning it on, and then going 
back to whatever your seat is, and final¬ 
ly playing. 


3. (GULP!) We're gonna 
have to take a loan out for 
this thing! 


4. You've never gotten off the couch, 
have you? 


► NOAH: We did say that colored 
Dual Shock controllers would come 
to American shores, but unfortunate¬ 
ly we still don't know when. They are 
available in Japan and come in clear, 
midnight blue, green, black, and 
pink, plus a couple of others. We 
assume that Sony will use the same 
model they used for the release of 
the colored memory cards. They 
were released first in Japan. 
Unfortunately Sony isn't the type to 
release its future marketing projects 
to the world, so until they want to, 
It's a grey Dual Shock controller mar¬ 
ket out there. The fact that the 
colored Dual Shocks haven t been 
released yet in States shouldn't stop 
you from getting your hands on one. 
Any import shop can order one for 
you. The color selection may he 
slim, but they work perfectly with 
any PlayStation. 

Here's a little something to ponder 
down at the headquarters: 

1.1 think the PlayStation 2 should have 
a remote. No joking. You know, so you 
can just walk in your room, pick up the 
remote (wherever it may be), turn on 
the TV and then the PlayStation, and 


2 . The PlayStation 2 should have a built- 
in CD changer. Since you have a 
remote, there's no use going ail the way 
over to the PlayStation to change the 
CD which means you'd have to turn on 
the PlayStation while you're over there 
anyway, making no use for the remote. 


I would like to say that you guys have 
the best gaming magazine I have seen 
in years. I look forward to the new issue 
every month. Recently I got Brave 
Fencer Musas hi and noticed that the 
demo disk for FFSsaid Vol II.! was won¬ 
dering where I could get Vol I. Thanks 
for your time and attention. 


3. Oh! And if you have more than two 
memory cards, why have a remote if 
you still need to walk across the room to 
change memory cards? It should have 
more slots (preferably 4 or 5) to fit 
more memory cards so you don't have 
to walk that extra mile to change 
memory cards. 

4. And for those one-player games that 
aren't all best with the same controller, 
which they probably are with the dual¬ 
shock analog controller, it needs a multi- 
controller adapter so you can just pick 
up the best controller for the game, and 
change the controllers with the remote. 

Josh Jones 
JonesPSXI 4@aol.com 

► CHRIS: Happy to answer your 
questions, bud: 

1. That's not really a bad idea Josh, 


Car! Hester 
chester@inetnow.net 



» FRAN: Hey Carl, 
thanks for the 
kind words. In 
reference to your 
question, you can 
find Volume 1 of 
Squaresoft's Collector's 
CDs packed in with 
Parasite Eve. It includ¬ 
ed movies for PFVIIl, 
Brave Fencer and 
Bushido Blade 2. It 
also came with a 
playable demo 
Xenogears. 

► You can check out 
Fantasy VIII demos. 

Volume 2, in Brave 
Fencer MusashiI 
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IT’S AN ATTITUDE. 


Each month, we put together three tough tests of skill—if you're good, 
you can win cool prizes and see your name in print! Only one winner will 
be selected from each challenge, so get your entry in early. Send in your 
entries to PSM Top This!, c/o Imagine Media, 150 North Hill Drive, Brisbane, 
CA 94005. Include your return address. No e-mail entries allowed! We can't 
return any pictures or videotapes you send. Enter today! 


This month we have another insane set of prizes to give out for those of you that are talented 
enough to earn them. First of all, Todd McFarlane Productions has kindly supplied a COM¬ 
PLETE set of the kick ass Metal Gear Solid Action Figures for each winner. As if that wasn't 
enough, Activision has copies of Activision Classics, Apocalypse, Asteroids, Civilization II, 
Grand Tour Racing, Guardian's Crusade, Judge Dredd, Legacy of Kain: Blood Omen, Mech 
Warrior 2, Nightmare Creatures, Pitfall 3D, Pool Hustler, T'ai Fu, Tenchu, The Fifth Element, 
Vigilante 8, Blast Chamber, Power Pro Move Wrestling and Time Commando for each winner. 


A1 


uiaiienge #1: Koucage 

Best Time Attack Time 

RoilCage is one of the best racers we've seen in a 
long time and it takes lots of long hours to get good 
enough to beat the game. Luckily, for this contest 
you only need to take a Polaroid or videotape of your 
top Time Attack time for the Park Life track in 
Neoto. Practice hard, because we're sure that the 
competition will be fierce and only the best time can 
be our winner. 


Silent Hi 


Three Star Rating 


Challenge #3: 

Maximum Damage 




After you make it all the way through the horror that 
is Silent Hill , you'll be given a ranking based on how 
you've done. If you're good enough to keep your 
accuracy high, find all of the items, and blow through 
the game in record time, you might just be able to 
achieve the rating of three stars. If you manage to 
get this rating, be sure to take a Polaroid or videotape 
of it and send it in. The first correct entry wins., 


Sony's new RPG takes a long time to get through, but 
it's worth the effort. When you finally do make it 
through the final boss and to the end, you'll also get a 
stats screen for your performance. What we're inter¬ 
ested in seeing from you is the highest number you 
can get for maximum damage in a battle. Make sure 
you take a shot of this screen at the end and the per¬ 
son with the highest score will be our winner. 



We're almost at 
the end of anoth¬ 
er issue! Here 
are some parting 
shots of the PSM 
staff doing what 
they do best— 
goofing off. 



■4 Tony Amonte 
of the Chicago 
Blackhawks 
reads PSM while 
getting beat on 
the road. 


► Here's Noah 
at a recent BOLT 
(Bureau of Low 
Tech) affair, 
which displayed 
classic arcade 
videogames. 




■VC 


Bill has 
finally 
snapped. 
That may 
be a grin 
on his face, 
but soon 
after this 
shot was 
taken, he 
went postal 
on the 
editrial 
staff of 
PSM with a 
compound 
bow 

(What? No 
Uzi?). They 
just missed 
too many 
deadlines. 


< My GOD! 
It can't be! 
The PSM 
staff has 
been shot 
by the 
disgruntled 
Bill. The 
drama 
appeared 
fake at 
first, but 
those 
arrows 
were fairly 
pointy. 
What will 
happen to 
the beloved 
editors? 

Will they 
all survive? 



<4 Fran has 
had it with 
all the 
macho atti¬ 
tudes. 
"They are 
all at fault, 
but as 
usual, I'm 
the one 
who has to 
settle 
things". 

To be 

continued... 
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the only place on earrh fD buy cddI official psm 
shirrs, hars, arid orhar special collecribles 




' 


- ^ weve &cn ^ 

THANK5, SOMETHING FOR 
AIKO/ EVERYONE COOL OH 
I YOUR LIST, SO TAKE A 

iku# LOOK /AROUND/ 4 




^ PSM'5 
07**2/ Of THE MONTH-. 
ClAYtOU UWrm Or WN5ING-, MI 
V THANKS FOR SHOPPING a 
W WITH US/ 


^ YOU CAN 
NEVER 00 WRONO 
WITH OUR O-PAP T. 
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WELCOME TO 

OTAKU STATION! 

r THE BEST PLACE IN THE ^ 
UNIVERSE FOR QUALITY PSM 
MERCHANPISB! AND NOW I'D 
LIKE TO INTRODUCE MV OOOD 
^ FRIEND, UCHU-KUN/ ^ 
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{FYl-E-RC-H-FIND!SHE O-RD£f!S ONLY) 


r WE'RE ALWAYS X 
OPEN, SO STOP BY 
AS MUCH AS YOU 
LIKE/ TH4NIK5 FOR 
V SHOPPING! s 


order any of these Rems, just fill out this form and fax it to 
415-821-0299, or mail it to : PSM c/o Intaglio, 1618 York 

Street, San Francisco, CA 94110 


_J Check or money order made payable to 
"intaglio." (Sorry, no CDDs.) 

□ Visa _l Mastercard □ i 


Expiration Date 


City:_si 

Ptione Humber or E-Mail Address 

PSM Baseball Cap:. 


Signature 


Quantity 

Quantity 

Quantity 

Quantity 


X $19.50 
X $14.50 
X $14.50 
X $14.50 
X $24.50 
X $ 3.50 


Blue only 

Blue only Size: L XL 

Black only Size: L XL 

Orange only Size: L XL 

Navy blue only Size. L XL 

Shipping $1.00 for stickers only 




/ THANKS! \ 

' W£ REALLY N 
APPRECIATE YOUR 
PATRON ACEl 
ANP /P THERE 
ARE ANY PBM 
TTEMS YOU‘P LIKE 
TO SEE US MAKE 
IN THE FUTURE, 
\tell US YOURJ 
\ /PEASr / 


Long-Sleeve Banzai Chibi-Chan T: 


United States 

Canada. 

International.. 


SHIPPING & HANDLING 


add $5.00 
add $7.50 
add $15.00 


TOTAL $ 


Order must include payment. Products subject to availability and may change without notice. Please allow 4-6 weeks for delivery. Ail checks must be in U S. dollars and drawn 
on a U.S. bank account. PSM is not responsible for any duties or taxes imposed by countries other than the U.S. during the delivery of international orders, 
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It all started here! 
- FFVII Guide, pt. 1 
16-pg. Code Bible 
PLUS' the original 
PSM Lid Sticker! 
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Castlevania Strat. 
FFVII Guide, pt 2 
RE2 Lid 

Sticker / Tip Cards 
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Colony Wars Strat 
FFVII; Extra Info 
Tip Cards 
PL Fighting 
Force Lid Sticker 
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TRII Strat, pt. 1 
Oddworld Strat 
Tip Cards 

L "Lara Croft & 
friends" Lid Sticker 
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RE2:100 Screens! 
FF Tactics Guide 
Alundra Guide 
2-Sided RE2 
Poster, Tip Cards 



RE2 Guide, pt. 1 


FF Tactics Secrets 
Bloody Roar Strat 

PLUS Memory Card 
Stickers, Tip Cards 
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RE2 Guide, pt. 2 
BoFIII Secrets 
Diablo Guide 

J Gex2 
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MK4 Guide 
Vigilante 8 Guide 
Einhander Secrets 
PLUS MK4 2-Sided 
Mega Poster 



- E3 '98 Report 
IMew Sony PDA 
FFVIII First Look 
0 Ninja Poster 
from Eidos 
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Silent Hill 


Tomb Raider 3 
secrets 

Metal Gear figures 
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PSM OPERATORS ARB 
STAMPING BY! 


TRIM Guide 
Parasite Eve, pt. 1 
NFL Xtreme Guide 
PLUS Gold Smiley 
Lid Sticker 


(■Sack issue orders only) 
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Parasite Eve, pt. 2 
FFVIII: 80 Screens! 


Metal Gear Strat¬ 
egy Guide pt. 1 
Tench u Guide 
Giant Lara 
Croft Poster 
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rhe place ro buy, sell, or Trade games, peripher¬ 
als, and anyrhing else relared ro rhe playsrarion 





Jonah Fernandez 

GenFF@hotmail.com 

Description: I'm looking for any Final Fantasy or 
Resident Evil games. I'll also take any other 
games for 9-24 dollars. For Resident Evil and FF 
games, please make the price 17-24 dollars. You 
can make it lower if you want (that would be 
nice!). I'm not sure if anyone would sell me this, 
but I'll take Parasite Eve for any price I can afford! 
The games should be in good condition and come 
with instructions. 


► Chris Truebe 

truebe@cyberis.net 

Description: I have 2Xtreme,Road Rash ,and a 
demo of OPM #10. I will sell 2Xtreme for $15- 
$25, Road Rash for $25-$30, and the demo disc 
for $5. I will also trade for Tomb Raider 3, Gran 
Turismo, Dragonbai! GT, Tiny Tank, Syphon Filter, 
Monster Rancher, or a Game Shark. 


► Chuck Alexander 

JuanVaidez69@juno.com 
Description: I am looking to sell Tenchu ($30, 
mint condition), Vigilante 8 ($30, mint condition), a 
whole buncha demo discs ($5 each, excellent 
condition), Tomb Raider ($15, mint condition), 
Resident Evil: Director's Cut, Dual Shock Edition 
($15, mint condition), and a controller ($7, mint 
condition). I will sell to the best offer, but I can be 
flexible. If you are interested, e-mail me for more 
details. 


► Steven Franke 

steven9158@aol.com 

Description: I am looking to trade Bushido Blade 
1, Tomb Raider 2, Mega Man 8 for Marvel vs. 
Street Fighter and/or Street Fighter Collection. I 
will consider other offers 


► John Mark Cristobal 

jmcristobal@usa.net 

Description: I have Final Fantasy VII, NBA Live 
'98, CoolBoarders 3. I'm willing to trade each of 
them for any of the following games: NHL'98, 
Tomb Raider, Tekken 2, Rally Cross 2, Soviet 
Strike or Nuclear Strike, Colony Wars, Hot Shots 
Golf, NFS 1, 2, 3. 


► Mike Odden 

monk_64@hotmail.com 

Description: Hey, I've got Resident Evil 2 .1 also 
have Tenchu, Twisted Metal 2, dual shock analog 
controller, Ninja warrior of darkness, gameshark, 
and a rapid fire controller. All of these items are in 
perfect condition. Send me e-mail on your offers. 


► William Hernandez 

Will15@prodigy.net 

Description: I have all most everything you need. 
I'll trade or sell Cart World Series, Crash 2, Croc, 
Destruction Derby, Die Hard Trilogy, Duke 
NukemTime To Kill, Fighting Force, Final Doom, 
Gran Turismo, intelligent Qube, International 
Track Meld, Iron Man/X-0, Loaded, Need For 
Speed, NHL Hockey 98, Rally Cross, Resident 
Evil 1-DC-2, Road Rash, Siam &Jam, Test Drive 
Off-Road, Thunderstrike 2, TNN Hardcore 4X4, 









BRIAN CABANA 

squalllionheart@juno.com 
DESCRIPTION: I would like any game or 
i stuff made buy Squaresoft Ever since 
| this batch of four came out (Parasite Eve, 
[Brave Fencer Musashi, Bushido Blade 




2, Xehogears), i got happy. So if you have 
any games, stickers, even magazines 
that have Squaresoft stuff in them, 
please give it to me and I will pay a 
reasonable price! 


Triple Play 97, Twisted Metal 1-2, Controller, 
Gameshark, Wireless Controller, Mad Katz 
Steering Wheel and a lot of demos. 


Description: I am looking for a Dual Shock 
Analog Controller used or unused preferably 
unused but, if used in good shape. 


► MikeZierman 

1276 Trend Drive 
Morris, IL 60450 

Description: I am willing to sell or trade Soul 
Blade (with a strategy guide) for $30, Tomb Raider 
2 (with a strategy guide) for $30, T hunder Truck 
Rally for $20, Need for Speed 2 for $25, Critical 
Depth for $25, Jumping Flash 2 for $20, and C&C 
Red Alert: Retaliation (with a strategy guide) for 
$40. All games are in very good condition. If you 
are interested, please write me before you send 
a check or money order. I will also trade any one 
game for FFVII. 


► Joe Abdul 

DrippyTaco@aol.com 

Description: 1 am looking for the following 
games; Parasite Eve, NFL Blitz, FF Tactics, any of 
the Tomb Raiders, and/or any Twisted Metal. I am 
also looking for the strategy guide for those 
games i have listed. I would also be interested in 
memory cards or controllers (preferably dual 
shock). If you have any of the items, e-mai! me, 


P Sangha 

SstrsofMrc@aol.com 

Description: I am selling Final Fantasy 7, and 
Tomb Raider 2 for $30 each or best offer. Also 
Street Fighter Ex plus Alpha, WCW Nitro, Mortal 
Kombat Trilogy (greatest hits), and X-Men vs. 
Street Fighter for $25 each or best offer. All 
games are in excellent condition 


Jeffrey Goodman 

BADUDE13@aoI.com 

Description: I am looking for the original 
Resident Evil, in mint condition. Am willing to pay 
$40 for it. 


► Justin Moell 

jeff23@hbzmail.com 

Description: 1 am looking for Resident Evil: 
Director's Cut, Clock Tower, & a mega memory 
card. I am willing to trade Die Hard Trilogy, Johnny 
Bazookatone, or Vigilante 8 for one of these. 


1^ Jeffrey Tuttle 

Jtuttle565@aol.com 

Description: I am looking for the following 
games-Cart world Series, Crash Bandicoot I and 
II,Spice World,Area 51 and the Crow.l am willing 
to pay up to $20 for certain ones.I am also looking 
for a multi-tap adapter and will pay depending on 
the condition (meaning if it worksjl will trade 
Hardcore 4x4 or Test Drive Offroad if that is what 
you would prefer. 


► MarcMorairts 

sephiroth747@hotmail.com 
Description: I am willing to sell cheap games 
such as Jet Moto 1 and Crash Bandicoot 1 in very 
good condition. I am also looking for Tekken 3, 
Need For Speed 3, or NFL Blitz. 


Mike Bartlett 

kornOOOl ©hotmail.com 


5**^ Adam Gersh 

mpgordon@blue.weeg.uiowa.ede 
Description: I'm looking for a 360 block memory 
card, a Dual-Shock controller, Moto Racer 2 and 
Meta! Gear Solid. Send me your prices and then 
we can maybe negotiate. 


David Foley 

29252 Lower Rome Rd. 

Springfield, LA 70462 

Description: I have the following things for sale: 
A Dual-Shock PlayStation with analog controller 
(only four months old), Deathtrap Dungeon, Cool 
Boarders 2, 2Xtreme, Jet Moto 2, Sim City 2000, 
Fighting Force. I also have an extra RFU adapter 
and some Jampack demos. I will sell it all for 
$300 or negotiate. 


► MatfSutela 

NLsoulja78@aol.com 

Description: I have a tekken 3, NBA shootout 98 
for sale or trade, ! am looking for Gran Turismo, 
breath of fire 3, gameshark, or $35 a piece. 


► Byron Arroyo 

1223 Pleasant 
Hastings, NE 68901 

Description: I have MK3, NBA Jam T.E., King of 
Fighters 95, Tomb Raider for $15 each or two for 
$25. I also have WCW vs. the World, Super 
Puzzle Fighter II Turbo, Twisted Metai 2, Jumping 
Flash 2 for $20 each. All games are in perfect con¬ 
dition. I would also like to sell MK Mythologies: 
Sub Zero, Wild Arms, and FFVII ior $25 each. Last 
but not least, I have Gran Turismo for $30. 


Andrew Dodd 

16 Interstate Circle 
Sal lisa w, OK 74955 

Description: I have Triple Play 97, Wild Arms, 
Allied General and Pro Pinball (no instructions) for 
sale at $25-30. Pro Pinball is only $10. Jampack 
Vol. 12 demo is only $2. I wifi trade any one of 
these games for Tomb Raider 2, a 15-block mem¬ 
ory card or an original PlayStation controller. I will 
also buy a four-player adapter and a GameShark. 


► Jesse 

anje@stic.net 

Description: I am looking for a GameShark. I'm 
willing to trade Duke Nukem: Time To Kill for it or 
I will sell it for $30. 


► Robert Keene 

505 Williams St. #210 
Cheyenne, WY 82007 

Description: Trade or sell Time Crisis w/ gun 
($30), Colony Wars ($25), Cardinal Syn ($25), 
Ogre Battle: Limited Edition ($25), Nightmare 
Creatures ($25), and Shipwreckers ($18). All are in 
good condition with instructions. I am also inter- 
sted in trading for or buying Lethal Enforcers I & 
II, MediEvil, MK4, Myst or Riven 


► Brian Parmer 

bparmer@hotmail.com 

Description: I want to sell FFVII, Saga Frontier, 
Final Fantasy Tactics, Xenogears, Brave Fencer 
Mussahi, and Einhander. I am willing to sell them 
for $15-20 each. I am looking for Kartia, or any 
other RPG's. No trades. E- mail me if you want to 
buy or if you have any Rpg's you want to sell. 


► Ryan Edwards 

rjedwardsOI ©yahoo, com 
Description: I am looking for the game, Worms 
for the PSX. If anyone has one and would like 
to sell it, please email me. Or if anyone 
knows where I can find a copy could you please 
let me know. 




jusl jut down your name, 
and/or e-mail; tell us whether 
looking to trade, sell, or both; and 
give us a brief description of what you're 
offering or want. Be sure to include your 
city and state . Send ail of that info to: 

PSM Marketplace 
c/o Imagine h/ledia 





150 North Hilt Drive 

Brisbane, California 94005 if/r A 

You can also send e-mail to: 
psm@imaginemedia.com. (Be sure to 
put ''marketplace" in the subject heading.) 
BTW, we can't vouch for the credibility of 
any of the people who place ads here, so 
swap at your own risk! 
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